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The lightning flash with the arrowhead symbol,
within an equilateral triangle, is intended to alert
the user to the presence of uninsulated
RISK OF ELECTRIC SHOCK] "dangerous voltage" within thg product‘s )
enclosure that may be of sufficient magnitude
DO NOT OPEN o to constitute a risk of electric shock to persons.
CAUTION: TO REDUCE THE RISK OF ELECTRIC SHOCK, The exclamation point within an equilateral
DO NOT REMOVE THE COVER triangle is u;t.enderli tu‘alert tr:.e use;to the
presence of important operating an
NO USER SERVICEABLE PARTS INSIDE maintenance (servicing) instructions in the
REFER SERVICING TO QUALIFIED SERVICE PERSONNEL ° literature accompanying the product.

IMPORTANT SAFETY & INSTALLATION INSTRUCTIONS

INSTRUCTIONS PERTAINING TO THE RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TO PERSONS

WARNING - When using electric products, basic precautions should always be followed, including the following:
1. Read all of the Safety and Installation Instructions and Explanation of Graphic Symbols before using the product.

2. This product must be grounded. If it should malfunction or breakdown, grounding provides a path of least resistance for electric current
to reduce the risk of electric shock. This product is equipped with a power supply cord having an equipment-grounding conductor and a
grounding plug. The plug must be plugged into an appropriate outlet which is properly installed and grounded in accordance with all local
codes and ordinances.

DANGER - Improper connection of the equipment-grounding conductor can result in a risk of electric shock. Do not modify the plug provided
with the the product - if it will not fit the outlet, have a proper outlet installed by a qualified electrician. Do not use an adaptor which defeats
the function of the equipment-grounding conductor. If you are in doubt as to whether the product is properly grounded, check with a qualified
serviceman or electrician.

3. WARNING - This product is equipped with an AC input voltage selector. The voltage selector has been factory set for the mains supply
voltage in the country where this unit was sold. Changing the voltage selector may require the use of a different power supply cord or at-
tachment plug, or both. To reduce the risk of fire or electric shock, refer servicing to qualified maintenance personnel.

4. Do not use this product near water - for example, near a bathtub, washbowl, kitchen sink, in a wet basement, or near a swimming pool, or
the like.

5. This product should only be used with a stand or cart that is recommended by the manufacturer.

6. This product, either alone or in combination with an amplifier and speakers or headphones, may be capable of producing sound levels that
could cause permanent hearing loss. Do not operate for a long period of time at a high volume level or at a level that is uncomfortable. If
you experience any hearing loss or ringing in the ears, you should consult an audiologist.

7. The product should be located so that its location or position does not interfere with its proper ventilation.
8. The product should be located away from heat sources such as radiators, heat registers, or other products that produce heat.
9. The product should be connected to a power supply only of the type described in the operating instructions or as marked on the product.

10. This product may be equipped with a polarized line plug (one blade wider than the other). This is a safety feature. If you are unable to
insert the plug into the outlet, contact an electrician to replace your obsolete outlet. Do not defeat the safety purpose of the plug.

11. The power supply cord of the product should be unplugged from the outlet when left unused for a long period of time. When unplugging
the power supply cord, do not pull on the cord, but grasp it by the plug.

12. Care should be taken so that objects do not fall and liquids are not spilled into the enclosure through openings.
13. The product should be serviced by qualified service personnel when:
A. The power supply cord or the plug has been damaged; or
B. Objects have fallen, or liquid has been spilled into the product; or
C. The product has been exposed to rain; or
D. The product does not appear to be operating normally or exhibits a marked change in performance; or
E. The product has been dropped, or the enclosure damaged.

14. Do not attempt to to service the product beyond that described in the user maintenance instructions. All other servicing should be referred
to qualified service personnel.

15. WARNING - Do not place objects on the product's power supply cord, or place the product in a position where anyone could trip over,
walk on, or roll anything over cords of any type. Do not allow the product to rest on or be installed over cords of any type. Improper instal-
lations of this type create the possibility of a fire hazard and/or personal injury.

RADIO AND TELEVISION INTERFERENCE

Warning: Changes or modifications to this instrument not expressly approved by Young Chang could void your authority to operate the instrument.
Important: When connecting this product to accessories and/or other equipment use only high quality shielded cables.

Note: This instrument has been tested and found to comply with the limits for a Class B digital device, pursuant to Part 15 of the FCC Rules.
These limits are designed to provide reasonable protection against harmful interference in a residential installation. This instrument generates,
uses, and can radiate radio frequency energy and, if not installed and used in accordance with the instructions, may cause harmful interference
to radio communications. However, there is no guarantee that interference will not occur in a particular installation. If this instrument does cause
harmful interference to radio or television reception, which can be determined by turning the instrument off and on, the user is encouraged to try
to correct the interference by one or more of the following measures:

* Reorient or relocate the receiving antenna.

« Increase the separation between the instrument and the receiver.

« Connect the instrument into an outlet on a circuit other than the one to which the receiver is connected.
« If necessary consult your dealer or an experienced radio/television technician for additional suggestions.
NOTICE

This apparatus does not exceed the Class B limits for radio noise emissions from digital apparatus set out in the Radio Interference Regulations
of the Canadian Department of Communications.

AVIS

Le present appareil numerique n’emet pas de bruits radioelectriques depassant les limites applicables aux appareils numeriques de la class B
prescrites dans le Reglement sur le brouillage radioelectrique edicte par le ministere des Communications du Canada.

SAVE THESE INSTRUCTIONS
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Introduction

Welcome!

Chapter 1
Introduction

Welcomel!

Congratulations, and thanks for purchasing a Kurzweil / Young Chang K2500 Series
instrument. Whether you’ve just gotten a K2500 (illustrated below), the 88-note K2500X, or the
rack-mountable K2500R, you've got your hands on an extremely capable musical instrument.
The K2500 Series instruments are packed with great acoustic, electric, and synth sounds—
combined with some of the most advanced synthesis features available, which you can use to
create almost any sound imaginable. If you liked the award-winning K2000, you'll love the
K2500!

This manual and the accompanying Reference Guide, as well as the video tutorial, will get you
started with your new instrument. You'll definitely want to keep the manuals handy as you
become an advanced user, too.

K2500 —
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For K2500R Owners

Throughout the Performance Guide and Reference Guide we’ve simplified things by saying just
5| "K2500" any time we're referring to features that are common to all instruments in the K2500
Series. Obviously, though, there are some differences between the rack and keyboard models;
we'll point them out where they occur and mark them with a handy K2500R margin symbol
such as the one to the left of this paragraph.
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Overview of the K2500

Overview of the K2500

The K2500 has been designed to be a versatile instrument both for performance, and for multi-
timbral sequencing and recording. Its Variable Architecture Synthesis Technology lets you
build sounds from realistic instrumental samples and sampled synth waveforms—then modify
the nature of those sounds through a dazzling array of digital signal processing (DSP)
functions. The K2500 also generates its own synth waveforms, which can be combined with the
samples or used on their own. The K2500 packs 8 Megabytes of on-board sound ROM, and you
can load samples from disk into optional sample RAM.

Before we get into explaining Variable Architecture Synthesis, here are a few of the features that
by themselves make the K2500 an impressive stage and studio machine. It’s fully multi-
timbral—different programs can be played on each MIDI channel. It's 48-note polyphonic, for a
full sound no matter how many chords you play. There’s an on-board digital effects processor,
providing up to four simultaneous effects, including realtime effects control, internally or via
MIDL

In addition to the standard stereo audio output pair, there are eight separate outputs that can be
configured as stereo pairs, or as individual mono outputs. You can also use the separate outputs
as insert points for outboard gear.

The K2500 offers eight SIMM sockets (single, in-line memory modules) so you can add optional
sample RAM, where you can store samples that you've loaded from disk. You can add up to
128 megabytes of sample RAM! (Sample RAM is not battery-backed, so RAM samples are
erased from memory when you power down.)

For offline storage, there’s also a floppy drive and two SCSI ports, so you can store files on
floppies or on an external hard disk or load them from a CD-ROM drive. The two SCSI ports
make it easy to chain multiple SCSI devices together. There’s also provision for an internal SCSI
hard disk. You'll find all this storage potential extremely useful for saving and loading samples,
which can be transferred to and from the K2500 using the standard MIDI sample transfer
format, or the new, faster, parallel SMDI sample transfer format (SCSI Musical Data
Interchange). See the Reference Guide for information about MIDI and SMDI sample transfers.

The K2500’s battery-backed RAM will store about 400 of your own programs, or 30,000 notes
recorded in the sequencer. This sequencer (Song mode) lets you play back MIDI type 0
sequences, record and play back your own songs, and record multi-timbral sequences received
via MIDI. For more onboard storage you can add the P/RAM option, which will increase your
battery-backed RAM to about 1250K, enough to store hundreds of additional programs, setups,
songs, and other objects.

The Local Keyboard Channel feature enables you to use the K2500's tri-zone setups even if
your MIDI controller can transmit on only one channel. The K2500 will also rechannelize
incoming MIDI information and send it to its MIDI Out port, enabling you to control additional
synths on three different channels.

An optional sampling feature is available, allowing you to make your own mono or stereo
samples using analog or digital inputs.

And, of course, there’s the incomparable Kurzweil sound. The K2500 comes to you with 200
preset factory programs (called patches, presets, voices, etc. on other synths), as well as 100
multi-zone performance setups. Play them straight from the box, tweak them in any number of
ways, or develop your own programs from scratch—which brings us back to the powerful
programming capabilities of the K2500.
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What is VAST?

Variable Architecture Synthesis gives the K2500 its unprecedented flexibility. While many other
synthesizers offer a fixed set of DSP tools (typically filtering, pitch, and amplitude modulation)
the K2500's Variable Architecture lets you arrange a combination of any five DSP functions
from a long list of choices. The functions you choose define the type of synthesis you use.

Each layer of every program has its own DSP architecture, what we call an algorithm. Within
each algorithm, you can select from a variety of DSP functions. Each function can be
independently controlled by a variety of sources including LFOs, ASRs, envelopes, a set of
unique programmable functions (FUNs), as well as any MIDI control message. The many
different DSP functions and the wealth of independent control sources give you an extremely
flexible, truly vast collection of tools for sound creation and modification.

V.AS. T,

Variable Architecture Synthesis Technology

How the K2500 Works

The K2500 integrates two MIDI-driven components: a sound engine, and a global effects
processor. The sound engine responds to the MIDI events generated by your MIDI controller
and turns them into sounds that are processed within the variable architecture of the
algorithms. The resulting sound can then be routed through the effects processor and to the
MIX or separate audio outputs.
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How to use this manual

This manual includes the following:

how to connect and power up your K2500, getting around the front panel, and a brief
description of the operating modes.

basic editing, including the normal operations of each operating mode.

the advanced programming features that make the K2500 so powerful—a number of
familiar synthesis tools and quite a few new ones.

Even if you're a complete techie, you should read Chapter 3, User Interface Basics. Here you'll
get a tour of the K2500’s front panel and learn how to navigate through the major functions.

Chapter 4 describes the concept and operation of the K2500's eight operating modes, with a
brief description of each. Chapters 6 through 13 describe each mode in detail, including the
editors contained within them. Chapters 14 through 17 discuss the advanced editing features.
Chapter 18 shows you how to use the multiple audio outputs to suit your needs. Chapter 19 is
a programming tutorial, giving you specific examples of many of the K2500’s programming
functions. Some are basic, some are advanced. By working through the tutorials, you'll become
familiar with many synthesis techniques, and you'll get a first-hand look at how to unleash the
power of the K2500.

When manual text appears in boldface italic (like this), you’ll find it described in the Glossary
in the Reference Guide. Only the first one or two occurrences of these words are highlighted.

The best way to read this manual is with your K2500 in front of you. By trying the examples we
give to illustrate various functions, you can get a quick understanding of the basics, then move
on to the more advanced features.

If you like to figure out your equipment for yourself, and normally use manuals only as
reference sources, you'll probably get the most use out of the Reference Guide that accompanies
this manual, which contains brief descriptions of the K2500’s major operating features, and all
sorts of useful lists—programs, keymaps, algorithms, effects, control sources, and more. A
glossary and complete specifications for the K2500 are also included in the Reference Guide.
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Basic Startup Checklist:

Chapter 2
Startup

If hooking up new gear is familiar to you, and you just want to get going, here’s a quick
description of all the basic things you need to cover to get started with your K2500. The
procedure is pretty much the same whether you have a rack or a keyboard model. If you need
more information, thorough descriptions of each step follow. In either case, check out “Playing
the Presets,” later in this chapter.

Basic Startup Checklist:

Install the supplied batteries (if they are packaged separately). See "Battery Installation”
on page 2-2.

Mount your K2500R securely in a standard 19-inch MIDI rack, or set it on a hard flat
surface. Keyboard models should either be placed on a sturdy keyboard stand or table. In
either case, make sure to leave plenty of room for ventilation.

Connect the power cable.

Make sure your sound system is at a safe volume level.

Plug in a pair of stereo headphones or run standard (1/4-inch) audio cables from your
amplifier or mixer to the MIX audio outputs on the K2500 (Use the MIX L out for mono).
It's good practice to make the cable connection to the K2500 (or any instrument) last, since
this will reduce the chance of creating static electricity that can cause an audible "pop"
(and, in extreme cases, cause equipment damage).

K2500R Only

IMPORTANT: If you will be transporting the rack containing the K2500R, you must
support the back of the unit. It’s fairly heavy, and you don’t want your K2500R to get
damaged when you move the rack around.

Most likely, you will connect a MIDI controller to your K2500R. Connect a MIDI cable
from the MIDI Out port of your MIDI controller to the MIDI In port of the K2500R.

If your MIDI controller can transmit on more than one MIDI channel, check out Setup
mode by pressing the Setup mode button. Then use the Alpha Wheel to select tri-zone
setups with independent programs, MIDI channels and controller assignments in each
zone.

Start Jamming!

Power up your K2500 and begin making some music.

If you hear distortion, reduce the gain on your mixing board, or use the pad if it has one.
Scroll through the Program list with the Alpha Wheel (the large knob to the right of the
display).

Press the Quick Access mode button and use the numeric keys to select from
programmable banks of ten programs or setups.

If you don’t hear anything, review these steps, or check the Troubleshooting section in the
Reference Guide.
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Startup—the Details

This section will walk you through the hookup of your K2500. We'll take a look at the rear
panel, then describe the power, audio, and other cable connections.

Before You Start...

Battery

Don’t connect anything until you make sure your K2500 is properly and safely situated. Also, if
your K2500 has been out in the cold, give the unit a little time to warm up to room temperature
before starting it, since condensation may have formed inside the K2500.

You'll probably be mounting a K2500R in a standard 19-inch MIDI rack (it takes up three rack
spaces). If you will be transporting the rack containing the K2500R, be sure to support the back
of the K2500R within the rack. If you're not installing the K2500R in a rack, it should rest on a
hard flat surface. In this case, it must rest on its rubber feet (supplied in the packing carton), and
NOT on the bottom panel.

NEVER block the ventilation openings on the bottom or rear panels; doing so can cause
overheating and serious damage. To provide adequate ventilation, the rear panel should be at
least four inches from any vertical surface. There are no user-serviceable parts in the K2500.
Under no circumstances should you attempt to remove any panels (except for battery
installation or replacement). If you attempt to open your K2500, you'll risk electric shock, and
you'll void your product warranty.

Installation

We've included three AA batteries for your K2500’s battery-backed RAM. Depending on when
your K2500 was shipped, we may not have installed the batteries at the factory because they
would drain during shipping. If you've found three batteries shipped in the box with your unit,
you should install the batteries before you start up your K2500. Otherwise, continue on to the
next section.

Locate the battery compartment in the lower right-hand corner of the rear panel of the K2500R
(refer the illustration on the following page) or the small door on the bottom of the K2500
keyboard models, as shown below.

Battery Compartment

Remove the battery compartment cover by inserting a flat-head screwdriver or coin into its slot,
then turning it counterclockwise until it pops out. Slide the three batteries, all positive side out,
into the compartment. Install the battery compartment cover by lining up the tabs, pushing the
cap inward, then turning it 90°.

When you start up your unit for the first time after installing the batteries, it will take a few
minutes to initialize all of its memory. This will not happen on every power up.

2-2



Startup

Startup—the Details

Connecting the Power Cable (Line Cord)

The K2500 runs on 100-, 120-, 220-, or 240-Volt AC power at 50—60 Hz. Your dealer will set the
voltage switch to match the voltage in your area. The voltage level is set with a selector on the
rear panel of the keyboard models of the K2500. On the K2500R, however, the voltage setting
can only be changed by an authorized Kurzweil service center.

When you've connected the cable at the K2500 end, plug it into a grounded outlet. If your
power source does not have the standard three-hole outlet, you should take the time to install a
proper grounding system. This will assure you of avoiding problems with audio hum, and will
reduce the risk of a shock hazard.

B Jce '.o@ .@o@@ ”Ku RZWEI l.@
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Connecting the Audio Cables

Did you turn down the level on your PA yet?!

After you've turned down the level on your sound system, you can rig the K2500’s audio
connections using a pair of mono audio cables. You'll find ten 1/4-inch jacks near the top of the
rear panel. For now, connect one end of each audio cable to your mixing board or PA system
inputs, and connect the other end to the jacks marked MIX L and R on the rear panel of the K2500.
If you have only one input available, use the K2500’s MIX L output to get the full signal in mono.

It’s always a good idea to make the cable connection to the K2500 (or any instrument) after
you’ve made your other audio connections, since this will reduce the chance of creating static
electricity that can cause an audible "pop" (and, in extreme cases, cause equipment damage).
Turn to Chapter 18 for more detailed information about the K2500’s audio configuration.

Connecting MIDI

The simplest MIDI configuration uses a single MIDI cable, from the MIDI Out port of your
MIDI controller to the MIDI In port of the K2500. There are all sorts of possible configurations,
including additional synths, personal computers, MIDI effects processors, and MIDI patch
bays. Depending on your system, you may want to use the K2500’s MIDI Thru port to pass
MIDI information from your MIDI controller to the K2500 and on to the next device in your
system. You can also connect MIDI devices to the K2500’s MIDI Out port, which can send
channelized MIDI information from your MIDI controller. See the discussion of the Local
Keyboard Channel parameter in Chapter 10.

NOTE: You can perform a quick check of the K2500R and your audio system without a MIDI
controller connected to the K2500R. Hold down the CANCEL button on the alphanumeric pad
and press any other alphanumeric button, and you should hear notes. See "The Panel Play
Feature" in Chapter 3 for more information about this feature.
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Connecting SCSI

N

You may not have a hard disk or other SCSI device to connect to your K2500 right away, but if
you do, you can connect it to either of the SCSI ports. Please read the following information
carefully; it’s very important. Also, there’s a collection of SCSI tips in Chapter 10 of the Reference
Guide.

CAUTION: If you plan to connect more than one SCSI device to the K2500 (including an Apple
Macintosh®), you must terminate your SCSI chain properly. Turn to Chapter 13 and read the section
called “SCSI Termination.” You can lose data, and possibly damage your K2500 and SCSI devices if
they're not terminated properly.

Switching On the Power

The power switch is located at the lower left of the front panel. When you power up, the
display will briefly say “Welcome to the K2500!” The Program Mode display will then appear.
It looks like the diagram below (the programs shown in the diagram don’t necessarily exist):
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Set the volume at a comfortable level. You'll get the best signal-to-noise ratio if you keep the
K2500 at full volume (turn the volume knob fully clockwise), and adjust the level from your
mixing board. You may also want to adjust the display contrast. This is done with the Contrast
parameter in Master mode. See Chapter 11. As you trigger notes from your MIDI controller,
you'll see the MIDI LED flash. If it doesn’t flash, check your MIDI cables and connections.

Playing the Presets

There are three things you’ll want to check out right away: programs, setups and Quick Access
banks. In performance situations, you'll be selecting your sounds using one of these three
methods.

Programs

The K2500 powers up in Program mode, where you can select and play programs stored in
ROM or RAM. Programs are preset sounds composed of one to three layers of samples or
waveforms—they’re called patches, voices, and presets on other instruments. If you've left
Program mode, just press the Program mode button to return.

Take a minute to familiarize yourself with the Program mode display. It gives you some helpful
basic information, like the MIDI transposition, what MIDI channel you're on, and which
program is currently selected. The box at the left of the display tells you which keymap is used
by each layer of the current program (a keymap is a collection of samples). The line under each
keymap name gives a rough indication of the keyboard range of the layer. In the figure below,
the Grand Piano keymap covers the full range from C 0 to C 8. You can change MIDI channels
with the Chan- and Chan+ buttons under the display. You can transpose by octaves by
pressing the Octav buttons under the display (if the LocalKbdCh parameter on the RECV page
in MIDI mode matches the transmitting channel of your MIDI controller—see Chapter 10). The
bottom line of the display identifies the function of each of the buttons beneath the display.
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When you want to change programs, you have several options. The K2500 has six different
settings for responding to MIDI program change commands. These are explained in Chapter
10, so we won't go into them here. You should be able to change programs by sending program
change commands from your MIDI controller. Of course, you can always change programs
from the K2500’s front panel using the Alpha Wheel. Turning it left or right will scroll through
the program list. You can also change programs using the cursor buttons, or the Plus/Minus
buttons under the Alpha Wheel. You can also use the CHAN/BANK buttons or the cursor
buttons while in Program mode.

Be sure to try whatever performance controls your MIDI controller has: the Pitch Wheel, Mod
Wheel, and switch or control pedals—different programs respond to them in different ways.
Attack velocity and aftertouch also have varying effects. Check the tear-out sheets at the back
of this manual for lists of factory programs and setups. There’s also a list of programs in the
Reference Guide, describing how each program responds to specific MIDI control messages.

If you don’t hear anything, see the troubleshooting section in the Reference Guide.

Setups are preset combinations of programs. Starting with V2 software, setups can have up to
eight zones, each of which can be assigned to any range of the keyboard (overlapping or split).
Each zone can have its own program, MIDI channel, and MIDI control assignments. You can
make use of setups even if your MIDI controller can transmit on only one MIDI channel at a
time. See the parameter called Local Keyboard Channel in Chapter 10.

Press the Setup mode button to the left of the display. Its LED will light, telling you that you're
in Setup mode. Notice that the Setup mode display is similar to the Program mode display. If
the setup has three or fewer zones, the box at the left shows you the programs assigned to each
of the setup’s three zones, and which MIDI channel is used for each program. If the setup is
composed of more than three zones, then the box displays a series of horizontal lines
illustrating the approximate key ranges of the zones.
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Quick Access

A really convenient way to select programs and setups is to use Quick Access mode, where you
select a Quick Access bank from a list of factory preset or user-programmed banks. Each bank
contains ten memory slots, or entries, where you can store any combination of programs or
setups. While you're in Quick Access mode, any program or setup can be selected with the
numeric buttons 0 through 9.

The K2500 comes with a few Quick Access banks already programmed so you can get an idea
of how they work. You'll probably create your own Quick Access banks to help you select
programs and setups with a minimum of searching. Press the Quick Access mode button to the
left of the display. Its LED lights, to tell you you're in Quick Access mode. You'll see a display
that looks like this:

che+ rind
HatEPflute
Fretless EBas

The top line of the display tells you which Quick Access bank is selected. Use the CHAN/
BANK buttons (to the left of the display) to scroll through the banks. The names of each of the
ten entries in the bank are listed in the center of the display. Many of their names will be
abbreviated. The currently selected entry’s full name is shown near the bottom of the display.
The amount of transposition is displayed to the left of the entry name. If the current entry is a
program, you'll see the current keyboard (MIDI) channel displayed to the right of the entry’s
name. If it's a setup, you'll see the word “Setup.”

The entries on the Quick Access page are arranged to correspond to the layout of the numeric
buttons on the alphanumeric pad. On the page above, for example, the program “SINK
MONSTA” is entry 5, and can be selected by pressing 5 on the alphanumeric pad.

The Panic button (the button below the word “Panic” in the bottom line of the display) will
send an All Notes Off and an All Controllers Off message to the K2500, and over all 16 MIDI
channels. Press the View button to show the currently selected bank entry in large type. Press it
again to return to the normal view.

When you're ready to create your own Quick Access banks, turn to Chapter 8 to learn about the
Quick Access Editor.
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Performance Controls

From your MIDI controller

The K2500 responds to attack velocity and release velocity, as well as mono and poly pressure
(aftertouch) messages. It will also respond to most standard MIDI control parameters; see
“MIDI and Setup Control Parameters" below.

Volume knob

The Volume knob controls the volume at the MIX (stereo) audio outputs and at the headphone
jack. The individual outputs and MIDI volume are not affected by this knob.

MIDI and Setup Control Parameters

The K2500 responds to most standard MIDI control messages, including Pitch Wheel, Mod
Wheel, switch pedals, control pedals, and control sliders. The K2500’s response to these
controls is set on the XMIT (Transmit) page in MIDI mode, and works in conjunction with the
Local Keyboard Channel parameter on the RECV (Receive) page in MIDI mode. This is
described fully in Chapter 10. For now, you'll probably find that the K2500 responds
predictably to most of these controls. If you want to change its response, turn to Chapter 10 and
read the section covering the Local Keyboard Channel parameter.

You can also use the K2500 to relay control messages from your MIDI controller to other MIDI
devices connected to the K2500’s MIDI Out port. This is also controlled by the Local Keyboard
Channel parameter (MIDI RECV page) in combination with the settings for the control
parameters on the MIDI XMIT (transmit) page or the Setup mode page.
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K2500 Boot Loader

A

The Boot Loader lets you install a new K2500 operating system and / or new K2500 ROM
objects, from a SCSI device or the floppy drive into flash ROM. The Boot Loader also provides
hard reset and diagnostics options.

Note: Your K2500 comes from the factory with the operating system and ROM objects already installed.
You do not need to run the K2500 Boot Loader to start up a new K2500.

Starting the Boot Loader

When you start the K2500, it displays a "Please wait..." message and waits for approximately 2
seconds. Press and release the Exit key while the "Please wait..." message is displayed to start
the boot loader. Otherwise, the K2500 will start up normally.

The Boot Loader’s Menus resemble K2500 dialog boxes. That is, they consist of a series of
labels and a highlight bar that is used to select one of the labels. You can use the arrow keys to
move the highlight bar up, down, right, and left. Press the OK soft button to invoke the
highlighted menu option. Additionally, the data wheel and Enter key may be used to move the
highlight bar and invoke the selected action.

Boot-loader Main Menu

When the boot loader is first invoked, its main menu is displayed, as shown below.

——————— k25288 Boot Loader wl.B81 —————
Install System Hard Eeset
Install ObJects Fun D0iads
Fun S4stem Fixed Diads

Initially, the "Install System" option is highlighted. After invoking various actions, however,
other options may be selected by default, as the context suggests, upon returning to this menu.

Install System / Install Objects

Use "Install System" to install the K2500 operating system and diagnostics by loading them
from a floppy or from a SCSI device and programming them into Flash ROM. Use "Install
Objects" to install ROM objects into Flash ROM. After either option is invoked, a dialog box
such as the following will be displayed.

Device to install from:
SCSI ID of this unit:

From this dialog box, you can select which device contains the system or ROM-objects file. This
is done using the alpha wheel, the + and - keys, and the cursor control keys in the same way
that the K2500 engine software does. If you choose to install from a SCSI device, the SCSI ID of
this unit will change from "N/A" to "SCSI 6." If there is another device on your SCSI bus with
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an ID of 6, you will need to change the SCSIID of this unit to a free SCSI ID. At this point you
can continue by hitting the OK soft-button or abort the operation by pressing the one labeled
Cancel. Canceling the operation will return you to the Boot Loader menu, and the "Run
System" option will be highlighted.

When you press OK, the K2500 will try to access the drive in question and scan it for files. If it
is successful, a screen such as the following will then appear:

FILELl. kKOS
DIR1 OIR
_ FILELl.E2S
File to Install:

While this screen is displayed, you can use the up and down cursor keys, the alpha wheel, or
the + and - keys to highlight different items in the file list. Names that have "<DIR>" displayed
to their right are sub-directories. If the disk has a volume label, it will be displayed in the list,
marked with "<VOL>." Operating system files typically have a "KOS" extension, while ROM
object files have a "KRZ" extension. The OK soft-button selects the highlighted file for loading,
or changes to the highlighted directory. The Cancel button aborts the installation and returns
to the menu. Parent changes to the current directory's parent directory, while Root changes to
the disk's root directory. The NewDrv button returns to the previous screen, allowing you to
choose a different drive from which to install.

After you select a file by pressing the OK button, you will be asked to confirm the installation.
The K2500 will display a message of the form "Ready to install operating system from filename
on device" or "Ready to install ROM objects from filename on device." When it displays this
message, it will fill in filename and device with the name of the file and device you have selected.
To confirm that you want to proceed, press the OK soft-button. If you do so, you will not be
able to interrupt the installation. Alternatively, the Cancel button will return you to the menu,
or the Choose button will allow you to select a different device or file from which to install.

While the K2500 is installing the file into Flash ROM, the top line of the display will gradually
fill to indicate the progress of the operation. Note that operating system files and ROM object
files are of different formats. If you try to install a file using the incorrect menu option, the
K2500 will think the file is corrupt and will refuse to install it into Flash ROM. If this happens,
simply choose the correct menu option from the Boot Loader's main menu, and repeat the
installation.

If there is a problem accessing the drive or installing the file, an error message will be
displayed. At this point, you can (1) abort the operation with the Abort soft button and return
to the menu, (2) press the Retry button to try the operation again, or (3) choose another device
or file by pressing the Choose button.

Run System

The "Run System" option executes the engine software. When this option is invoked, the
operating system and ROM setups are checked for integrity. If either does not appear to be
installed, a message will be displayed explaining this. If this happens, you can (1) double press
the Run Anyhow soft buttons and be given a chance to try to run the system anyhow, knowing
that the machine might crash, (2) install the uninstalled portion with the Instal button, or (3)
return to the menu by using the Menu button. If you do the latter, the menu will be displayed
with the "Load System" or "Load Setups" option highlighted as appropriate.
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Hard Reset

The "Hard Reset" option causes all user RAM to be erased. When you select this option, a strict
warning message is displayed. You must press the up and down cursor keys simultaneously to
actually erase the RAM. If you push any other button or turn the data wheel, the operation is
aborted, and the menu is displayed with the "Run System" option highlighted. Otherwise, the
RAM will be marked for re-initialization, and a message declaring this fact will appear prior to
return to the menu. When the menu reappears, it will have the "Run System" option

highlighted.

Run Diags

The "Run Diags" option executes the diagnostics that are loaded with the system. When you
choose "Run Diags", the K2500 checks its operating system for integrity. If it does not appear to
be installed, a message will be displayed explaining this. If this happens, you can (1) double
press the Run Anyhow soft buttons and be given a chance to try to run the diagnostics anyhow,
knowing that the machine might crash, (2) install the operating system with the Instal button,
or (3) return to the menu by using the Menu button. If you do the latter, the menu will be
displayed with the "Load System" or "Load Setups" option highlighted as appropriate. Some
diagnostic tests erase the non-volatile user RAM, and you will be warned of this fact before
continuing.

Restart your K2500 to leave the diagnostics and return to regular operation.

Fixed Diags

The "Fixed Diags" option executes the diagnostics that are contained in the boot block. Some
diagnostic tests erase the non-volatile user RAM, and you will be warned of this fact before
continuing.

Restart your K2500 to leave the diagnostics and return to regular operation.

Software Upgrades

Part of the beauty of the K2500 is the ease with which you can upgrade its operating system
and objects (programs, setup, etc.) using the boot loader. Kurzweil and Young Chang have a
long history of support for our instruments; the K250, K1000, and K2000 were continuously
being improved, and these improvements were always made available to instrument owners in
the form of software upgrades. Upgrades to these instruments, however, usually required
replacing ROM chips, which had to be done at a service center. Even though this was usually
inexpensive, it did involve some costs.

Upgrading your K2500’s software is simple, painless, and — generally — free! As upgraded
software becomes available, you can either get new disks from your Young Chang dealer or
download the new stuff from a network bulletin board. For example, V2 software, released
concurrently with the K2500 keyboards, offers a greatly enhanced Setup mode — valuable for
racks as well as keyboards.

To stay in touch, check out our World Wide Web site:

http://ww. youngchang. com kur zwei | /
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Chapter 3
User Interface Basics

Chapter 3 will show you how to get around the front panel of your K2500. Your interactions can
be divided into three primary operations: mode selection, navigation, and data entry.

Mode Selection

The K2500 is always in one of eight operating modes. The modes are selected by pressing one
of the eight buttons beneath the display—the ones with LEDs to their right. Selecting a mode
gives you access to a large set of related parameters. Only one mode can be selected at a time.
The modes are:

PROGRAM MODE: Select and play programs, and modify them with the Program
Editor. Rearrange and modify samples in the Keymap and Sample Editors.

SETUP MODE: Select and play setups (eight keyboard zones with independent MIDI
channel, program and control assignments), and modify them with the Setup Editor.
QUICK ACCESS MODE: Select from a list of preset banks, each containing a list of ten
programs and/or setups that can be viewed in the display for easy selection. Modify the
preset banks and create your own with the Quick Access Editor.

EFFECTS MODE: Define the behavior of the on-board global effects processor. Modify
the preset effects and create your own with the Effects Editor.

MIDI MODE: Define how your K2500 sends and receives MIDI information, and
configure each channel to receive independent program, volume, and pan messages that
override the normal Program mode settings.

MASTER MODE: Define performance and control characteristics for the entire K2500.
SONG MODE: Use the K2500’s sequencer to record and play back your keyboard
performance, play type 0 MIDI sequences, and record multi-timbral sequences received
via MIDI.

DISK MODE: Interface with the K2500’s floppy disk drive, an external SCSI device, or an
optional internal SCSI disk to load and save programs, setups, samples, and more.

Mode Buttons

The mode buttons are labeled in white. When you press a mode button, the LED to its right
lights up to indicate that the mode has been selected. If pressing a mode button does not light
its LED, press the EXIT button one or more times, then try again.

The green labeling under each mode button indicates special functions that relate to some of
the K2500’s editors. These functions are described in Chapter 5.

Navigation

The navigation section of the front panel consists of the display and the buttons surrounding it.
These navigation buttons will take you to every one of the K2500’s programming parameters.

The Display

Your primary interface with the K2500 is its backlit graphic display. As you press various
buttons, this fluorescent display reflects the commands you enter and the editing changes you
make. The ample size of the display (240-by-64 pixels) enables you to view lots of information
at one time.
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Pages

Within each mode, the functions and parameters are organized into smaller, related groups that
appear together in the display. Each one of these single-screen groups of parameters is called a
page. Each mode has what we call an entry level page; it’s the page that appears when you
select that mode with one of the mode buttons. Within each mode and its editor(s), the various
pages are selected with the navigation buttons. There are many pages, but there are a few
features common to each page. The diagram below shows the entry level page for Program
mode.

L L hanne

k.1 ler Drums

Sanr 1 JChan- WChant

The Top Line

On the top line of most pages, there’s a reminder of which mode you're in and which page
you're on. Many pages display additional information in the top line, as well. The Program
mode page above, for example, shows you the current amount of MIDI transposition and the
currently selected MIDI channel. The top line is almost always “reversed”—that is, it has a
white background with blue characters.

The Bottom Line

The bottom line is divided into six (sometimes fewer) sets of reversed characters that serve as
labels for the six buttons directly beneath the display. These labels—and the functions of the
buttons—change depending on the currently selected page. Consequently the buttons that
select these functions are called “soft” buttons.

The Soft Buttons

The soft buttons are called “soft” because their functions change depending on the currently
selected mode. Sometimes they perform specific functions, like changing MIDI channels in
Program mode. In the Program Editor, they're also used to move to different pages of
programming parameters.

The Cursor Buttons

To the right of the display are four buttons arranged in a diamond fashion. These are called the
cursor buttons. They move the cursor around the currently selected page, in the direction
indicated by their labels. The cursor is is a highlighted (reversed) rectangle (sometimes it's an
underscore). It marks the value of the currently selected parameter.

Programming the K2500 involves selecting various parameters and changing their values.
Parameters are selected by highlighting their values with the cursor. The highlighted value can
be changed with any of the data entry methods described in the data entry section below.
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Mode Selection

The MIDI LED

Below the cursor buttons is a red LED labeled MIDI. This LED will flash whenever the K2500
receives MIDI information from your MIDI controller.

The CHAN/BANK Buttons

To the left of the display are two buttons labeled “CHAN/BANK.” Their function is related to
the two small arrowsh—that appear in the top line of many different pages. When you
see these arrows, you can use the CHAN/BANK buttons to scroll the values of the parameter
that appears to the right of the arrows. The arrows don’t have to appear in the top line,
however, for the CHAN/BANK buttons to have an effect. In Program mode, for example, they
shift through the MIDI channels, showing the program assigned to each channel.

When you're in the Program editor, the CHAN/BANK buttons let you view each layer in the
program. You can see the corresponding parameters in each layer by scrolling through the
layers with these buttons. In the Setup editor, the CHAN /BANK buttons scroll through the
zones in the current setup. In Quick Access mode, they scroll through the Quick Access banks,
and in Song mode they scroll through record tracks.

We'll let you know, when applicable, what the CHAN/BANK buttons do.

The EDIT Button

The EDIT button activates each of the K2500’s editors, and acts as a shortcut to many pages
within the Program Editor. Pressing the EDIT button tells the K2500 that you want to change
some aspect of the object marked by the cursor. For example, when a program is selected and
you press EDIT, you enter the Program Editor. If a setup is selected, you enter the Setup Editor.

There are editors accessible from every mode except Disk mode. To enter an editor, choose one
of the modes (mode selection), and press EDIT. An editing page for that mode will appear. You
can then select parameters (navigation) and change their values (data entry). If the value of the
selected parameter has its own editing page, pressing the EDIT button will take you to that
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page. For example, in the Program Editor, on the PITCH page, you might see LFO1 assigned as
the value for Pitch Control Source 1. If you select this parameter (the cursor will highlight its
value—LFO1 in this case), then press the EDIT button, you’ll jump to the page where you can
edit the parameters of LFO1. Naturally, you can find every page in the current editor by using
the soft buttons, but often it’s easier to use the EDIT button shortcut.

The EXIT Button

Press EXIT to leave the current editor. If you've changed the value of any parameter while in
that editor, the K2500 will ask you whether you want to save your changes before you can leave
the editor. See Chapter 5 for information on saving and naming. The EXIT button also takes you
to Program mode if you're on the entry level page of one of the other modes. If at some point
you can’t seem to get where you want to go, press EXIT one or more times to return to Program
mode, then try again.

The data entry section of the front panel includes the Alpha wheel, the Plus/Minus buttons,
and the 14-button alphanumeric pad.

The Alpha Wheel

The Alpha Wheel is especially useful because it can quickly enter large or small changes in
value. If you turn the Alpha Wheel one click to the right, you'll increase the value of the
currently selected parameter by one increment. One click to the left decreases the value by one
increment. If you turn it rapidly, you’ll jump by several increments.

The Plus/Minus Buttons

These buttons are located just under the Alpha Wheel. The Plus button increases the value of
the currently selected parameter by one, and the Minus button decreases it by one. These
buttons are most useful when you're scrolling through a short list of values, or when you want
to be sure you're changing the value by one increment at a time. One press of the Plus or Minus
button corresponds to one click to the right or left with the Alpha Wheel. These buttons will
repeat if pressed and held.

Pressing the Plus and Minus buttons simultaneously will move you through the current list of
values in large chunks instead of one by one. Often this is in even increments (10, 100, etc.).
Don’t confuse these buttons with the +/- button on the alphanumeric pad. This button is used
primarily for entering negative numeric values and switching from uppercase to lowercase
letters (and vice versa).

The Alphanumeric Pad

As its name implies, this set of 14 buttons lets you enter numeric values, and to enter names one
character at a time. Depending on where you are, the K2500 automatically enters letters or
numerals as appropriate (you don’t have to select between alphabetic or numeric entry).

When you're entering numeric values, press the corresponding numeric buttons, ignoring
decimal places if any (to enter 1.16, for example, press 1, 1, 6, ENTER). The display will reflect
your entries, but the value won't actually change until you press ENTER. Before pressing
ENTER, you can return to the original value by pressing CANCEL. Pressing CLEAR is the same
as pressing 0 without pressing ENTER.

When entering names, you’ll use the left/right cursor buttons or the BB / EEE soft buttons
to move the cursor to the character you want to change. Use the labels under the alphanumeric
buttons as a guide to character entry. Press the corresponding button one or more times to
insert the desired character above the cursor. The CANCEL button is equivalent to the IR
soft button, and ENTER is the same as OK. The CLEAR button replaces the currently selected
character with a space. The “+/-" button toggles between uppercase and lowercase letters.
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Pressing two or more related buttons simultaneously executes a number of special functions depending on
the currently selected mode. Make sure to press them at exactly the same time.

In This Mode:

PROGRAM MODE

MASTER MODE
SONG MODE

DISK MODE

PROGRAM EDITOR
KEYMAP EDITOR

SAMPLE EDITOR

ANY EDITOR

SAVE DIALOG

These Buttons:
(Pressed simultaneously)

Octav-, Octav+

Chan-, Chan+
Plus/Minus
CHAN/BANK

left/right cursor buttons
up/down cursor buttons
Plus/Minus

CHAN/BANK
2 leftmost soft buttons

CHAN/BANK

left/right cursor buttons
up/down cursor buttons
CHAN/BANK
Plus/Minus

2 leftmost soft buttons
Plus/Minus

Plus/Minus

2 leftmost soft buttons

Center soft buttons
2 rightmost soft buttons

left/right cursor buttons
up/down cursor buttons

Plus/Minus

Will Do This:

Reset MIDI transposition to 0 semitones. Double-
press again to go to previous transposition.

Set current MIDI channel to 1.

Step to next Program bank (100, 200, etc.)
Enables Guitar/Wind Controller Mode.
Toggle between Play and Stop.

Toggle between Play and Pause.

Select Quantize Grid values on MISC page and

Edit Song:TRACK Quantize page. Select duration
for a step on Edit Song:STEP page. Increment Ga-
teTime by 20% intervals on Edit Song: STEP page.

Select all tracks on any Edit Song:TRACK page.

Issue SCSI Eject command to currently selected
SCSI device.

Hard format SCSI device. List selected objects
when saving objects.

Select all items in a list. Move cursor to end of
name in naming dialog.

Clear all selections in a list. Move cursor to begin-
ning of name in naming dialog.

Select Layer 1.

With cursor on the Coarse Tune parameter, tog-
gles between default Coarse Tune of sample root
and transposition of sample root.

Toggle between default zoom setting and current
zoom setting.

Set the value of the currently selected parameter
at the next zero crossing.

Scroll through the currently selected parameter’s
list of values in regular or logical increments (var-
ies with each parameter).

Reset MIDI transposition to 0 semitones. Double-
press again to go to previous transposition.

Select Utilities menu (MIDIScope, Stealer, etc.).

Sends all notes/ controllers off message on all 16
channels (same as Panic soft button).

Toggle between Play and Stop of current song.

Toggle between Play and Pause of current song.

Toggle between next free ID and original ID.
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Intuitive Data Entry

Many parameters have values that correspond to the standard physical controls present on
most MIDI controllers (primarily keyboards). In many cases, you can select these values
“intuitively,” rather than having to scroll through the Control Source list. This is done by
selecting the desired parameter, then holding the ENTER button while moving the desired
physical control.

For example, on the LAYER page in the Program Editor, you can set the range of the currently
selected layer as follows: use the cursor buttons to move the cursor to the value for the
“LoKey” parameter, press (and hold) the ENTER button, then use your MIDI controller to
trigger the note you wish to be the lowest note for the currently displayed layer. The note you
triggered (it has to be between C 0—C 8) will appear as the value for the LoKey parameter.
Repeat the process for the HiKey parameter.

Another example: select Program 199 while in Program mode. Press EDIT to enter the Program
Editor. Press the PITCH soft button to select the PITCH page. Move the cursor to the Srcl
parameter. Hold the ENTER button, and move your controller’s Pitch Wheel. PWheel will be
selected as the value for Srcl.

You can also use the keyboard of your MIDI controller to choose control sources, since most key
numbers correspond to a value on the control source list. If you have a certain control source
that you use over and over (for example, LFO1), this can be the quickest way to enter its value.
To do this: highlight a parameter which uses a value from the control source list, hold down
ENTER, then strike the key corresponding to the control source you want to choose. LFOI, for
example, is assigned to B5. You'll find a complete chart of these keyboard shortcuts in Chapter
6 of the Reference Guide.

Also, for almost every parameter, holding the ENTER button links the K2500 to your MIDI
controller’s Data slider, if it has one. Moving the Data Slider will run through the range of
values for the currently selected parameter. This is not as precise as the Alpha Wheel, but much
faster.

Changing the Current Layer in Multi-Layer Programs

A

When editing a multi-layer program (including drum programs), you can quickly switch
between layers by holding the ENTER button, then striking a key. The K2500 will change the
current layer to that key’s layer. If the key is part of more than one layer, subsequent key strikes
will cycle through each layer that has that key in its range.

Note: This method for changing the current layer in a multi-layer program will NOT work if the
currently highlighted parameter has a note number or control source for its value. In this case, the key
you strike will function as described in "Intuitive Data Entry,” above.
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Search Function

There’s a convenient way to find any alphabetic or numeric string of characters within the
currently selected list, or range of values. Hold the ENTER button and press any of the numeric
keys. A dialog such as the one shown below will appear.

Search stringd: Soul Eekels

Ieletcflinsertl << @ o> @ Ok |

Type in the string of characters you want to find. For example, if you're looking at the Program
list and you want to find all programs containing the word “Horn,” you would type h-o-r-n.
This function is not case sensitive; it will find upper and lower case characters regardless of
what you type.

When you've typed the string of characters you want to find, press ENTER. The K2500 searches
through the current list of values and finds all values that match the string of characters you
typed. Hold ENTER and press one of the Plus/Minus buttons to search for the next higher- or
lower-numbered object that contains the string of characters.

The string you select will remain in memory. You can store and select a string of characters with
each of the numeric buttons. Hold ENTER and press one of the numeric buttons at any time to
select that string for a search. When the string appears, you can change it, or just press ENTER
to find that string.

The Panel Play Feature (Rack Models)

You can play notes on the K2500R even if you don’t have a MIDI controller connected to its
MIDI In port. Using the alphanumeric pad, you can play the octave from C 4 to C 5 and send
the notes to the MIX and Headphone outputs.

While in any mode, press and hold the CANCEL button on the alphanumeric pad. Press one of

(170 %éég the other alphanumeric buttons to play various notes: 1is C4, 2 is C# 4, and so on up to
LFFEREEY 00 o] ENTER, which plays C 5. Notes are sent to the K2500’s sound engine on the current MIDI

channel.

Pressing the Up or Down cursor buttons while holding CANCEL will transpose up or down an
octave while using this feature. This transposition will be remembered the next time you use
this feature, but does not affect the K2500’s normal MIDI transposition.

Notes are played at approximately the mf velocity level. You can adjust the attack velocity of
the notes using the Plus/Minus buttons while holding down the CANCEL button. The velocity
values will continue to change if you hold the buttons down.

You can press the Right cursor button while holding CANCEL to sustain notes (if this doesn’t
work, set a value of Sustain for the FtSw1 parameter on the MIDI mode XMIT page). The Left
cursor button will release notes.
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The Mixdown and MIDI Faders Pages (Keyboard Models Only)

There are two buttons below the SOLO button, labeled MIXDOWN and MIDI Faders. These
call up pages which are not Setup mode specific, but which can be used with setups.

The Mixdown Page

This page temporarily turns the K2500’s 8 sliders into MIDI pan and volume controls. You can
access this page from any mode by pressing the MIXDOWN button, located below the SOLO
button. Press MIXDOWN, and the screen looks similar to what you see on the Song mode
MIXER page. However, there are a few differences. On the Mixdown page, the sliders relate to
MIDI Channels instead of Tracks. If you highlight 1-8 for instance, moving slider D will always
affect volume or pan for MIDI channel 4.

Shows whether o .

physical sliders e .;I;. .;I;. h ' b b
e TTHT TTT

Shows which channels are affected | | Soft buttons for indicating
by physical sliders. which channels are affected
by physical sliders.

On the Mixdown page , pan and volume messages are sent to the internal K2500 sounds, to
MIDI Out, or both. All Mixdown page channels have the same destination, which is
determined by the Control parameter on the MIDI Transmit page. You can assign either volume
or pan to the sliders. The soft buttons at the bottom of the Mixdown page let you select Pan or
Volume control, on channels 1-8 or 9-16, allowing you to temporarily use the 8 sliders as pan or
volume faders. Keep in mind that MIDI volume is a channel-specific message. Therefore, if you
have more than one Zone assigned to the same channel, moving any one of the associated
sliders will affect all those Zones.

The MIDI Faders Page

The button just below Mixdown is called MIDI Faders. This page allows you to create a preset
configuration of any controller number assignment for each slider, along with an initial preset
value for that controller. For each slider, you assign the MIDI channel, MIDI Controller number,
and a value. You can enter the value using any normal data entry method, or by moving the
slider. You can also assign several sliders to the same channel, but assign each one to a different
controller number. There are four different configurations, which you select with the soft
buttons. Each configuration remembers the last value you set for each slider. If you want to
send those values without moving the slider, press the Send button.

Ctl
alue

= = = = = = = =
e e e e
F T 4 T 4 T 1
Fadel WHad%e- @Fa%e. BHa%ed B Send @llone |

You can save the settings on the four MIDI Faders pages to disk in a Master file. For more on
saving Master files, see "Saving Master and Everything Files" in Chapter 13.
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Chapter 4
The Operating Modes

In this chapter we'll discuss the theory behind the mode system, and describe the basic
operating features of each mode.

What the Modes Are

The modes exist to make the K2500 logical to work with. With as many performance and
programming features as the K2500 has, it’s helpful to break them into groups. These groups
are called modes. There are eight of them; they’re described briefly in the section called “Using
the Modes,” below. Chapters 6 through 13 are dedicated to explaining each mode in turn.

Each mode is named for the kind of operations you perform while in that mode, and each
mode’s editor (if any) contains all of the parameters related to editing the type of object found
in that mode. In Setup mode, for example, you select setups (and only setups) for performance
or editing. All of the setup-editing parameters are grouped together on the Setup Editor page,
which is accessible through Setup mode.

Selecting Modes

When the K2500 is on, it's always operating in one of the eight modes represented by the LED-
highlighted buttons beneath the display. Pressing one of the mode buttons selects that mode.
This is the mode’s entry level. At the entry level, the LED of the selected mode is lit. Only one
mode can be selected at a time.

At the entry level, you can exit any mode simply by pressing one of the other mode buttons. If
you enter the mode’s editor, however, you must press EXIT to return to the mode’s entry level
before selecting another mode.

All of the modes except Disk mode give you access to one or more editors for changing the
values of the parameters within that mode. Press the EDIT button to enter the editor of the
currently selected mode. When you do this, the mode LED goes out.

It’s possible to enter another mode’s editor without leaving the currently selected mode. For
example, if you press EDIT while in Setup mode, you'll enter the Setup Editor. The Setup editor
page will appear, and one of the programs in the setup will be highlighted by the cursor. If you
press EDIT again, you'll enter the Program Editor, where you can edit the currently selected
program. While you can edit and save programs as you normally would, you're still in Setup
mode, and you can’t select another mode at this point. When you exit the Program Editor,
you'll return to the Setup Editor page. Press EXIT again, and you'll leave the Setup Editor,
returning to the Setup mode page.

4-1



The Operating Modes

Selecting Modes

SAMPLE
EDITOR

i

Nested Editors

PROGRAM
MODE
SETUP PR EFFECTS MIDI MASTER SONG DISK
MODE MODE MODE MODE MODE MODE
MODE
I . . . ___ . I
QUICK
SETUP NUEK EFFECTS SONG
EDITOR EDITOR EDITOR EDITOR
I .
|| PROGRAM Ii
EDITOR
VELOC. PRESS. INT.
MAP MAP TABLE
KEYMAP EDITOR EDITOR EDITOR
EDITOR

Starting at the Program mode level, there are three “nested” editors, each related to the

parameters that make up different components of a program. The first is the Program Editor,
which you enter when you press EDIT while in Program mode. Programs consist, among other
things, of keymaps; they determine which samples play on which keys. Keymaps can be edited

as well. The Keymap Editor is entered from within the Program Editor, by selecting the
KEYMAP page with the soft buttons, then pressing EDIT.

Similarly, keymaps consist of samples, which also can be edited. The Sample Editor is entered

from the Keymap Editor, by selecting the Sample parameter and pressing EDIT. When you

enter the Sample Editor, you’'ve worked through three nested levels of editors, all related to the
components that make up a program. And in fact, you're still in Program mode (if that’s where
you started from). Pressing EXIT while in the Sample Editor will return you to the Keymap
Editor. Pressing EXIT again will return you to the KEYMAP page of the Program Editor. Once

more, and you're back to Program mode’s entry level.
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Finding Square One

If, at any time, you don’t know where you are, and the mode LEDs are all unlit, press EXIT one
or more times. This will return you to the entry level of whatever mode you were in, and if you
press EXIT enough times, you will always return to Program Mode, the startup mode. If you've
made any changes, you'll be asked whether you want to save before leaving any editor. Press
the No soft button or the EXIT button if you don’t want to save. If you want to save, press the
Rename or Yes soft button, and you'll see the Save dialog, which is described in Chapter 5, in
the section called “Saving and Naming.”

Using the Modes

You can play your K2500 regardless of the mode you're in. In fact, the only times you can’t play
it are when you’re in the middle of a disk operation (loading, saving, formatting) or a SMDI
sample transfer. With these two exceptions, the K2500’s MIDI response is almost always active.
Even so there are three modes that are more performance-oriented than the others. These are
Program, Setup, and Quick Access modes. We'll describe each of the eight modes briefly in this
section.

Program Mode

The K2500 starts up in Program mode, where you can select, play and edit programs. The
Program mode entry level page shows the currently selected program, as well as a small
segment of the program list.

The Program, Keymap, and Sample Editors are nested within Program mode. They take you to
the core of the K2500’s sound editing parameters. We’ll discuss them in Chapters 6 and 15.

Setup Mode

Setup mode lets you select, play, and edit setups. Setups consist of up to eight separate zones,
split or overlapping, each having its own program, MIDI channel, and control parameters.
Setups are great for performance situations, whether you're playing multiple K2500 programs
or controlling additional synths connected to the K2500’s MIDI Out port. Chapter 7 describes
Setup mode and the Setup Editor in detail. You can make use of Setup mode even if your MIDI
controller can transmit on only one MIDI channel at a time. To do this, go to the RECV page in
MIDI mode (by pressing the RECV soft button while in MIDI mode), and set the Local
Keyboard Channel parameter to a value that matches the transmit channel of your MIDI
controller. When you select Setup mode, the K2500 will interpret incoming MIDI information
according to the settings for the currently selected setup. See the discussion of the Local
Keyboard Channel parameter in Chapter 10 for details.

Quick Access Mode

Another feature for live performance, Quick Access mode enables you to combine programs
and setups into banks of ten entries. Each of these programs or setups can be selected with a
single alphanumeric button. Different banks are selected with the CHAN /BANK buttons.
There’s a selection of factory preset banks, and you can use the Quick Access Editor to create
your own banks and store them in RAM. There’s a full description in Chapter 8.

Effects Mode

Effects mode sets the behavior of the K2500’s global effects processor. The Effects mode page
lets you tell the K2500 how to select preset effects when you change programs or setups, and
lets you choose a preset effect and mix level that’s applied to every K2500 program. (There’s
also an EFFECT page in the Program Editor, where you can select a preset effect and mix level
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for each program individually.) The Effects Editor allows you to tweak the preset effects, and
create your own. Chapter 9 shows you how. You can also listen to the sounds of various effects
while in Effects mode, without selecting different programs.

MIDI Mode

You'll use MIDI mode to configure the K2500’s interaction with other MIDI instruments, by
setting parameters for transmitting and receiving MIDI. You'll also use it to configure your
K2500 for multi-timbral sequencing. On the CHANLS page, you can assign a program to each
channel, and enable or disable each channel’s response to three types of MIDI control messages:
program change, volume and pan. See Chapter 10.

Master Mode

Master mode, described in Chapter 11, contains the parameters that control the entire K2500.
Global settings for tuning, transposition, velocity and aftertouch sensitivity, and audio mix are
adjusted here, as well as the contrast of the backlit display. You can also access the Sample page
from here.

Song Mode

Song mode enables you to play MIDI type 0 sequences stored in the K2500's RAM. It provides a
fully featured sequencer that you can use to record from the keyboard. You can also record
multi-timbrally via MIDI. See Chapter 12.

Disk Mode

Finally, Disk mode is used to load and save programs and other objects using the K2500’s
internal floppy disk drive, an optional internal SCSI disk, or an external SCSI disk (or CD-ROM
drive) connected to either of the K2500’s SCSI ports. Chapter 13 has the details.
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Chapter 5
Editing Conventions

Introduction to Editing

Programming (editing) the K2500 always involves three basic operations: mode selection,
navigation, and data entry.

First, select the mode that relates to the object you want to edit—a program, a setup, etc. Then
select the object you want to edit, and press the EDIT button to enter the editor within that
mode. An editor contains all the parameters that define the object you're programming.

Next, you navigate around the editor’s page(s) with the soft buttons, and select parameters
with the cursor buttons. When you've selected a parameter (its value is highlighted by the
cursor), you can change its value with one of the data entry methods. When you change a
value, you’ll normally hear its effect on the object you're editing. The K2500 doesn’t actually
write your editing changes to memory until you save the object you're working on. It then
allows you to choose between writing over the original object, or storing the newly edited
version in a new memory location.

What’'s an Object?

If you've been wondering what we mean by the term “object,” it’s an expression we use for
anything that can be named, saved, deleted, or edited. Here’s a list of all the types of objects:

Samples—digital recordings of instrumental sounds or waveforms. Samples actually
have two separate parts: the actual sample data and the sample header information,
which contains start, alternative start, loop, and end points, as well as the information on
the MISC page.

Keymaps—collections of samples assigned to specific velocity ranges and / or keys.
Programs—factory preset or user-programmed sounds stored in ROM or RAM. A
program is one or more layers of sound, with programmable DSP functions applied to the
keymaps within each layer.

Setups—factory preset or user-programmed MIDI performance presets consisting of up
to eight zones, each with its own program, MIDI channel, and controller assignments.
Songs—Type 0 MIDI sequence files loaded into RAM, or MIDI data recorded in Song
mode.

Effects—factory preset or user-programmed configurations of the K2500’s onboard digital
audio effects processor.

Quick access banks—factory preset or user-programmed banks of ten entries each, that
store programs and setups for single-button access in Quick Access mode.

Velocity maps—factory preset or user-programmed curves that affect the K2500’s
response to, and MIDI transmission of, attack velocity values.

Pressure maps—factory preset or user-programmed curves that affect the K2500’s
response to, and MIDI transmission of, pressure (aftertouch) values.

Intonation tables—factory preset or user-programmed tables that affect the intervals
between the twelve notes of each octave.

Master table—the values that are set for the global control parameters on the Master
mode page, as well as the settings for the parameters on the CHANLS page in MIDI
mode, and the programs currently assigned to each MIDI channel.

Name table—contains a list of dependent objects needed by the other objects in a file at
the time the file was saved.

Macro—list of disk files to be loaded into the K2500's memory at start-up time.

5-1



Editing Conventions

Object Type and ID

Object Type and ID

The K2500 stores its objects in RAM using a system of ID numbers that are generally organized
into banks of 100. Each object is identified by its object type and object ID; these make it unique.
An object’s type is simply the kind of object it is, whether it's a program, setup, song, or
whatever. The object ID is a number from 1 to 999 that distinguishes each object from other
objects of the same type. For example, within the 200s bank, you can have a setup, a program,
and a preset effect, all with ID 201; their object types distinguish them. You can’t, however, have
two programs with ID 201.

OBJECT TYPE OBJECT ID OBJECT NAME
Program 201 Hot Keys

Setup 404 Silicon Bebop
Velocity Map 1 Linear

Sample 3 Hey Moe

ROM (factory preset) objects have ID numbers from 1 to 199. When you save objects that
you've edited, the K2500 will ask you to assign an ID. If the original object was a ROM object,
the K2500 will suggest the first available ID, starting with 200. If the original object was a RAM
object, you'll have the option of saving to an unused ID, or replacing the original object.

Objects of different types can have the same ID, but objects of the same type must have
different IDs to be kept separate. When you're saving an object that you've edited, you can
assign the same ID to an existing object of the same type, but if you do, the new one will be
written over the old one. For example, if you assign an ID of 1 to a program you’'ve edited, the
K2500 will ask you if you want to “replace” the ROM program currently stored with that ID.
We'll discuss this further in “Saving and Naming,” later in this chapter.

Many parameters have objects as their values—the VelTouch parameter on the Master mode
page, for example. In this case, the object’s ID appears in the value field along with the object’s
name. You can enter objects as values by entering their IDs with the alphanumeric pad. This is
especially convenient for programs, since their ID numbers are the same as their MIDI program
change numbers (when you're using the Extended or Kurzweil Program Change format—see
“Program Change Formats” in Chapter 10).

The object type and ID enable you to store hundreds of objects without losing track of them,
and also to load files from disk without having to replace files you've already loaded. See
“Memory Banks” later in this chapter for more information on object type and ID.

Saving and Naming

When you've edited an object to your satisfaction, you'll want to store it in RAM. There’s a
standard procedure for saving and naming, which applies to all objects.

You can press the Save soft button, of course, but it’s easier to press the EXIT button, which
means “I want to leave the current editor.” If you haven’t actually changed anything while in
the editor, you'll simply exit to the mode you started from. If you have made changes, however,
the K2500 will ask you if you want to save those changes. This is the first Save dialog. A dialog
is any display that asks a question that you need to answer before the K2500 can proceed.
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Save Ridhteous Piano before exiting?

CancelliVes  WNo |

The best way through this process is to press the Rename soft button. This takes you
immediately to the naming dialog, where you assign a name to the object you're saving. You
haven’t saved yet, but you'll be able to after you've named the program.

Prodram MHame: Eidhteous FPiano

Tleletcflinsertl << @ oo @ Ok |

The cursor underlines the currently selected character. Press the BB or EEE soft buttons to
move the cursor without changing characters. Press an alphanumeric button one or more times
to enter a character above the cursor. The characters that correspond to the alphanumeric
buttons are labeled under each button. If the character that appears is not the one you want,
press the button again. Press the +/- button on the alphanumeric pad to switch between upper
and lower case characters.

Press 0 one or more times to enter the numerals 0 through 9. Press CLEAR (on the
alphanumeric pad) to erase the selected character without moving any other characters. Press
the Delete soft button to erase the selected character. All characters to the right of the cursor
will move one space left. Press the Insert soft button to insert a space above the cursor, moving
all characters to the right of the cursor one space to the right.

Press the Cancel soft button if you decide not to name the object. Press OK when the name is
set the way you want to save it.

In addition to the letters and numerals, there are three sets of punctuation characters. The
easiest way to get to them is to press one of the alphanumeric buttons to select a character close
to the one you want, then scroll to it with the Alpha Wheel. Here’s the whole list:

1“4 $% & ()*+,-./0123456789

1, < =>7 @ AthroughZ

[ \ ]~ _ " athrough z. (space).

Pressing the Plus/Minus buttons simultaneously will select 0, A, a and (space).

If you're wondering how we came up with this sequence of characters, it's composed of ASCII
characters 33 through 122.

When you press OK, the final Save dialog appears, where you assign an ID to the edited object.
If you change your mind about the name, press the Rename soft button for another try.
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ROM Objects

If the object you started from was a ROM (factory preset) object, the K2500 will automatically
suggest the next available (unused) ID as the ID for the edited object. If that’s the ID you want,
press the Save soft button, and the object will be stored in RAM with that ID. Otherwise, you
can select any ID from 1 to 999. This screen also gives you the opportunity to return to the
naming dialog (as described in the previous section) or, by pressing the Object soft button, to
access the Object Utilities (described in Chapter 13 of this manual).

If you select an ID that’s already in use, the K2500 will tell you that you're going to replace the
ROM object that’s already been assigned that ID. If you don’t want to do that, you can select a
different ID. Or you can press the Plus/Minus buttons simultaneously to toggle between the ID
that the K2500 suggested and the original ID. Or press the Cancel soft button to cancel the
operation.

If you decide not to cancel or change the ID, and you press the Replace soft button, the K2500
will write your newly edited object over the existing ROM object. Actually, it only appears that
way, since you can’t truly write to ROM. The ROM object will reappear if you delete the newly
edited object (there are soft buttons in each editor for deleting objects).

RAM Objects

If the original object was a RAM object, the K2500 will assume you want to replace it, and will
suggest the same ID as the original object (if it has an asterisk—#—between its ID and its name,
it's a RAM object. As with ROM objects, you can cancel, replace, or change the ID and save to
an unused ID. If you replace a RAM object, however, it’s definitely gone!

Deleting Objects

Within most editors, there are soft buttons for deleting objects. When you want to delete an
object, press the Delete soft button, and the K2500 will ask you if you want to delete the object.
Press OK if you want to delete it, or press Cancel if you don’t. Although it seems that you can
delete ROM objects, you can’t actually do it. The K2500 will behave as if it's deleting the ROM
object, but it will still be there the next time you select it. (What actually happens is that the
ROM object is copied to RAM as soon as you press EDIT, and when you “delete” the ROM
object, you're actually deleting the RAM copy. The original ROM object remains in memory:.)

RAM objects, on the other hand, are gone when you delete them! If you've “replaced” a ROM
object by saving a RAM object with the same ID, the ROM object is invisible, but still there.
Deleting the RAM object stored at the same ID will restore the ROM object.

You can use the Delete function to delete any object from the current list of objects. After you
press the Delete soft button, use one of the data entry methods to select any other object in the
current list of objects. Then press Delete again. You'll often delete objects to gain RAM space, or
to organize the memory banks before saving objects to disk. To delete multiple objects, use the
Delete Objects utility available in Master mode. It’s described on page 11--9.
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To help organize the storage of your edited objects, the K2500’s memory is divided into ten
banks, each of which stores objects having IDs within a certain range. Objects within the same
range of IDs are stored in the same memory bank, regardless of their types. The banks are in
increments of 100, that is, objects with IDs from 1 through 99 are stored in the first bank, IDs
from 100 to 199 in the second bank, and so on. We refer to them simply as the “Zeros bank,”
“100s bank,” “200s bank,” etc. If you save an object as ID 203, for example, it’s in the 200s bank.

You can store up to 100 objects of each type in each memory bank, The number of objects of a
given type that can be saved in a memory bank depends on its type. For example, you can store
20 Quick Access banks in each memory bank. As you begin to save objects that you've edited,
you’ll notice that the IDs suggested by the K2500 sometimes increase in large chunks—from
219 to 300, for example. This is due to the limit to the number of objects of a given type that can
be stored in a single memory bank. This limit can be important in terms of organizing your
objects for storing to disk. Check out the section called “Storing Objects in the Memory Banks”
in Chapter 2 of the Reference Guide for lists of how many objects of each type can fit into each
memory bank.

You'll want to think about organizing your edited objects in the memory banks when you start
using the floppy disk drive or a SCSI device to store your programs, samples, and other objects.
Objects that are stored in the same memory banks are automatically stored in the same file on
disk. You can also store all the banks to one file by selecting “Everything” in the Disk mode
Bank dialog.

The memory banks work automatically, that is, you don’t have to select the different banks to
gain access to the objects stored in them. The K2500 selects the appropriate bank when you
enter the object ID you want to work with. To select Program 201 while in Program Mode, for
example, just press 2, 0, 1, ENTER on the alphanumeric pad. The 200s bank is automatically
selected, and the program list will show programs numbered in the 200s. If your MIDI
controller can send program change commands from 0 to 127 or 1 to 128 only, you’ll probably
want to adjust the way the K2500 responds to program change commands. See the discussion
of the Program Change Type parameter (ProgChgType) in Chapter 10.

When you do a save operation in Disk mode, you're creating a file to be saved to disk. This will
save either individually selected objects or an entire bank of objects from the K2500's RAM. If
you choose to save a complete bank, then all objects with IDs in the range of the selected bank,
regardless of type, are saved as part of the file. For example, if you save the 200s bank (objects
with IDs from 200 - 299), then every object with an ID from 200 to 299 will be saved to the file.

This system makes it easy for you to keep track of everything you save. The first program you
save, for example, will have an ID of 200 (unless you specify another ID). The first setup you
create will also have an ID of 200 (since they’re different fypes of objects, the IDs can be the
same). If you were to save the 200s bank, both your program and your setup would be saved to
the same file.

Saving and Loading Files—Disk Mode

Saving to disk simply involves selecting objects or a complete bank of objects to be stored as a
single file. All objects with IDs within that range will be saved to the file. When you load a file,
the K2500 asks you which bank will receive the file. You can load a file into any of the ten
banks, regardless of the bank it was saved from. The K2500 will automatically reassign the
object IDs. A file saved from the 200s bank, for example will be stored on disk with its objects
numbered from 200-299. If you load it back into the 300s bank, its objects will be renumbered
from 300-399.

See Chapter 13 for more information on loading and saving files.
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Chan/Bank | Layer/Zone

Special Button Functions

The mode buttons, as well as few of the other buttons, have additional functions, as described below:

Program / Mute 1

Setup / Mute 2

Q Access / Mute 3

Effects / FX Bypass

MIDI | Prev pg

Master / Mark

Song / Jump

Disk / Compare

Eait

When you're in the Program Editor, this button will mute Layer 1 of the current
program or the currently displayed layer for drum programs. While in the Setup Editor,
it will mute Zone 1 of the current setup, if the setup has three or fewer zones; mutes
current zone in setups with more than three zones. On MIXER page of Song mode,
mutes either track 1 or 9.

When you're in the Program Editor, this button will mute Layer 2 of the current
program, if any. For drum programs, solos currently displayed layer. While in the Setup
Editor, it will mute Zone 2 of the current setup, if the setup has three or fewer zones;
solos current zone in setups with more than three zones. On MIXER page of Song mode,
mutes either track 2 or 10.

When you're in the Program Editor, this button will mute Layer 3 of the current
program, if any. For drum programs, solos currently displayed layer. While in the Setup
Editor, it will mute Zone 3 of the current setup, if the setup has three or fewer zones;
solos current zone in setups with more than three zones. On MIXER page of Song mode,
mutes either track 3 or 11.

When you're in the Program Editor, pressing this button will bypass (mute) the preset
effect assigned to the current program, letting you hear just the sound of the layer(s)
you want to hear. On MIXER page of Song mode, mutes either track 4 or 12.

In the Program Editor, pressing this button will take you to the previously selected
editing page. The K2500 remembers the four most recently selected pages, so you can
press this button up to four times to backtrack through the pages you've viewed.
Pressing it a fifth time will take you back to the ALG page. On MIXER page of Song
mode, mutes either track 5 or 13.

This is handy for marking Program Editor pages that you use frequently. Pressing this

button will mark the currently selected page. You can mark as many pages as you like.
Then you can use the Jump button to select the marked pages in the order you marked
them. Marked pages will show an asterisk in the top line of the display, just before the

name of the page. A marked page can be unmarked by pressing the Mark button while
the page is visible. On MIXER page of Song mode, mutes either track 6 or 14.

Use this button to jump to pages in the Program Editor that you've marked with the
Mark button. This will cycle through all the currently marked pages in the order they
were marked. On MIXER page of Song mode, mutes either track 7 or 15.

This button works in most editors, and lets you compare your edits with the original
version of the object you're editing. When you press the Compare button, the display
changes to remind you that you're listening to the original version. Press any button to
return to the currently selected page of whatever editor you're in. On MIXER page of
Song mode, mutes either track 8 or 16.

In the Program Editor, these buttons let you scroll through the layers in the currently
selected program. In the Setup Editor, you can scroll through the zones. In the Effects
Editor, you can scroll through the effect configurations. In the Quick Access Editor, they
scroll through the entries in the currently selected Quick Access bank. In the Keymap
Editor, they scroll through the velocity levels of multi-velocity keymaps. In Song mode,
switches record track.

Whenever the selected parameter’s value is an editable object or a programmable
parameter, pressing the EDIT button will take you to that object’s editor, or to the
parameter’s programming page.
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Chapter 6

Program Mode and the Program Editor

Program mode is the heart of the K2500, where you select programs for performance and
editing. The K2500 is packed with great sounds, but it’s also a synthesizer of truly amazing
depth and flexibility. When you’re ready to start tweaking sounds, the Program Editor is the
place to start. But first there’s a bit more general information about Program mode that wasn’t
covered in Chapter 2. Refer to the illustration below as you read the sections that follow.

K2500 Program Structure
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Individual digital
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K2500 Program Structure

Programs are the K2500’s performance-level sound objects. They’re preset sounds that can be
played on any of the 16 MIDI channels. Other synths refer to them as patches, presets, voices,
multis, etc. Each program consists of from one to three layers (or up to 32 layers for a drum
program - see below), each of which in turn consists of a keymap and an algorithm for
processing the samples that make up the keymap. Samples are stored in the K2500’s ROM, or
loaded into optional RAM via Disk mode, MIDI standard sample transfer, SMDI sample
transfer, or by your own sampling efforts. Each sample is a separate digital recording of an
instrumental note, a drum, a waveform or a sound effect. The individual samples are assigned
to specific key ranges and are assigned to be triggered at specific attack velocities. These
assignments constitute the keymap.

When you trigger a note, the K2500 looks to the keymap of each layer of the currently active
program(s) to determine which samples to play. The sound engine then fetches the requested
samples and generates a digital signal that represents the timbres of the samples. This signal
first passes through the five DSP functions that make up the algorithm, then through the global
effects processor (if assigned to an audio output pair that uses effects), then finally appears at
one or more of the audio outputs.

The layer is the K2500’s basic unit of polyphony, that is, each layer constitutes one of the 48
voice channels the K2500 can activate at any time. If you have a program that consists of two
layers covering the note range from C 0 to C 8, each note you trigger will trigger two voice
channels.

The Program Mode Page

11e

1 Righteous Fiano

ondo Bass
T Killer D

FUMS
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The top line of the Program mode entry level page shows your location, the present MIDI
transposition, and the current MIDI channel.

The box at the left of the Program mode page tells you which keymap is assigned to each layer.
Layer 1 is at the top. Layers 2 and 3, if any, are listed below layer 1. If a drum program is
selected, the box tells you how many layers it has. If a drum program is selected, and the
current MIDI channel is not a drum channel, the program’s name will appear in parentheses in
the display, and the program will not play (more on this in the next section). The box at the left
of the display will tell you which channels are drum channels. (See the Drum Channel
parameter in Chapter 11).

The line beneath the name of the keymap indicates the keyboard range of the layer. On the
Program mode page above, for example, the layer extends from C 0 to C 8—the default range.
The representation of these layer ranges is approximate; they’re intended to let you know if you
have a layered keyboard (lines overlapping) or a split keyboard (lines not overlapping).
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What are these programs in parentheses?

While you are scrolling through different programs on various MIDI channels, you may
occasionally see a program that is in parentheses and doesn’t make any sound. The parentheses
tell you that you have selected a drum program without being on one of the drum channels.
Unlike normal programs on the K2500, which can contain up to 3 layers, drum programs can
have as many as 32 layers.

Current drum channels are 1-7 and 12.
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Current MIDI channel is 9. Parentheses
around drum program names show that
they won’t sound on this channel.

Even though drum programs don’t have to have drum sounds assigned to them, we use the
name drum program because that is the most likely purpose for a program with 32 layers. The
only limitation for a drum program is that it must be played on a MIDI channel that has been
designated as a drum channel. A drum channel can play any program - it does not have to play
a drum program, but a drum program must be played on a drum channel.

You can have up to 8 drum channels on the 2500. Channels 1 through 8 are drum channels by
default, but you can change this to be channels 1 through 7 plus the channel of your choice. To
set that channel, go to the Master page and set the Drum Channel parameter to any value
between 9 and 16 to select that channel plus 1 through 7. In the example above, DrumChan on
the Master page has been set to 12.

Control Setup

Version 2 of the K2500 software provides a new control setup feature. You specify the control
setup in the CtlSetup parameter on the MIDI XMIT page; by default it’s 99 DefaultSetup. Zone
1 of the control setup (which can be any available setup) defines the functions of the various
controllers on the K2500 for all programs. This is especially important on keyboard models of
the K2500, since they have eight programmable sliders, two ribbon controllers, and a number
of assignable buttons. So for example, if you want to reprogram the long ribbon to send to a
destination other than AuxBend?2, you would either change the control setup or edit the current
control setup.

Two important things to remember about the control setup are:

The current control setup will be used by all programs. You cannot change the control
setup from within program mode.

The control setup does not affect the sound of a program. Samples and keymaps are still
assigned within the program editor. The local program(s) assigned to a setup are ignored
by programs that use the setup as a control setup.

Complete information on setups is in Chapter 7 of this manual.
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The Soft Buttons in Program Mode

If the value of the Local Keyboard Channel parameter (on the RECV page in MIDI mode)
matches the transmission channel of your MIDI controller, you can use the Octav- or Octav+
soft buttons for quick transposition. The top line will reflect the change. This will transpose the
K2500 as well as any MIDI devices connected to the K2500’s MIDI Out port. Press both Octave
soft buttons simultaneously to reset the transposition to zero. Changing the transposition with
the soft buttons will also change the corresponding setting on the MIDI XMIT page. If the Local
Keyboard Channel parameter is not set to match the transmission channel of your MIDI
controller, the Octave soft buttons will have no effect.

Pressing the Panic soft button will send an All Notes Off message and an All Controllers Off
message on all 16 MIDI channels.

Press the Sample soft button to enter the K2500’s sampler. Refer to Chapter 15 for complete
information on the sampler.

Use the Chan- and Chan+ soft buttons to change the current MIDI channel. This changes the
MIDI channel the K2500 uses internally, as well as the channel you're using to send information to
other synths connected to the K2500’s MIDI Out port (MIDI slaves). Changing the current MIDI
channel with the soft buttons also changes the corresponding setting on the MIDI XMIT page.

Using the Program Editor

HAlYorithms1
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The Program Editor is where you begin to modify the K2500’s resident sounds, and to build
your own sounds around samples (ROM or RAM) and / or waveforms. There’s virtually no
limit to the sounds you can create using the tools in the Program Editor.

To enter the Program Editor, start in Program mode and press EDIT. The Program mode LED
will go out, and the ALG (Algorithm) page will appear.

The top line of the display gives you the usual reminder of your location. It also tells you which
layer you're viewing, and how many layers there are in the program. You can use the CHAN/
BANK buttons to scroll through the layers, if the program has more than one.

Here’s a method for jumping quickly to a specific layer in a program that is especially useful in
multi-layered drum programs. Hold the ENTER button and strike a key on your controller.
The display will change to the layer assigned to that key. If more than one layer is assigned to
the same key, repeatedly striking the key (while continuing to hold the ENTER button) will
cycle through all layers assigned to that key. This method will work in most places within the
Program Editor, but there is an exception: if the parameter you have highlighted has a note
number or control source as its value, then holding ENTER and striking a note will call up that
note or control source (as described in the "Intuitive Entry" section on page 3-6). For all other
parameters, however, this method will switch between layers.
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Using the Program Editor

The Soft Buttons in the Program Editor

The Program Editor’s soft buttons are labeled by the words that appear in the bottom line of
the display. These buttons have two important jobs in the Program Editor: selecting pages, and
selecting specific functions. If a soft button is labeled in all uppercase letters, pressing it will
take you to the page it describes. If the button is labeled in mixed uppercase and lowercase
letters, pressing it will execute the software function described by the label. Pressing the PITCH
soft button, for example, will select the PITCH page, while pressing the Save soft button will
initiate the process for saving the currently selected program.

There are more pages and functions in the Program Editor than there are soft buttons.
Therefore, two of the soft buttons are dedicated to scrolling through the list of pages and
functions. If you don’t see the button for the page or function you want to select, press one of
the soft buttons labeled <more>, and the labels will change. This doesn’t change the currently
selected page, it merely changes the selection of available soft buttons.

Five of the soft buttons in the Program Editor are special cases. They're the soft buttons that
select the editing pages for the five control input pages for the DSP functions. One of these soft
buttons is always labeled “PITCH,” since the first DSP function in every algorithm is the pitch
control. The remaining four vary somewhat depending on the DSP functions you choose for
the currently selected algorithm, but they always have the prefixes F1, F2, F3, and F4, and they
always take you to the pages for the four DSP functions that follow the pitch control function.

Algorithm Basics

The basic definition: an algorithm is the “wiring” (signal path) of a sample to the audio
outputs, through a series of digital signal processing (DSP) functions that you select. The
K2500’s algorithms are the core of Variable Architecture Synthesis Technology. The DSP
functions are synthesis tools (filters, oscillators, etc.) that you assign to the various stages of the
algorithm. The DSP functions you choose determine the type of synthesis you use.

Each of the 31 available algorithms represents a preset signal path. You can’t change the path of
the algorithms, but you can select different algorithms, and assign a wide variety of DSP
functions to the individual stages of each algorithm’s signal path. Take a look at Algorithm 1 in
the diagram below. It's one of the simplest algorithms.

AlYorithm 1

43 43
FITCH HIFEER STIMOLATOR HMF

The DSP functions are represented by the rectangular blocks. The horizontal arrows indicate
the flow of the digital signal from left to right. They represent what we call the “wire” of the
algorithm, the actual physical path that the signal follows through the algorithm. Selecting
different algorithms can be compared to connecting different DSP functions with different
wiring diagrams.

Think of the left side of each block as its input, and the right side as its output. Depending on
the algorithm, the signal may split into two wires, enabling part of the signal to bypass certain
portions of the algorithm. Split wires may rejoin within the algorithm, or they may pass all the
way through as split signals. If the last block has two wires at its output, we call it a double-
output algorithm. If it has one wire, it’s a single-output algorithm, even if there are two wires in
earlier portions of the algorithm.

The five downward-pointing arrows indicate the five realtime control inputs to the DSP
functions. There are usually five inputs, each of which has its own page within the Program
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Editor. (Algorithms 26-31, which use hard sync oscillation, have only four inputs; you can read
about hard sync functions on page 14-51.) Each of these pages has several parameters that can
modulate its related DSP function. Often a single DSP function will have more than one input.
That’s why some blocks are larger, and have more than one arrow pointing to them. Each
function can be independently controlled by a variety of sources (the Control Source list),
including LFOs, ASRs, envelopes, programmable functions, and external MIDIL.

In Algorithm 1, the signal flows first through a one-stage DSP function that controls the pitch of
the samples in the keymap. In fact, the first DSP function in each algorithm always controls
pitch, even though it doesn’t apply in every instance. Similarly, the last DSP function always
controls the final amplitude of the signal. It can be a one-stage or two-stage function. In
Algorithm 1, it’s a one-stage function.

The second, larger block indicates a single three-stage DSP function, meaning that it has three
control inputs that can be adjusted to modulate the signal.

Once again, you can’t change the wiring path of an algorithm—you can simply select a
different algorithm to get a different path. And within each algorithm, you can assign a large
number of different DSP functions to each of the five control inputs. The diagram below, for
example, shows Algorithm 1 with all the possible values for each DSP function lined up under
the blocks that represent the DSP functions.

Al9orithm 1

CE 8 %,

PITCH | |HIFREQ STIMULATOR
PARAMETRIC EQ
[STEEP RESONANT BASS
[4POLE LOPASS W/SEP
[4POLE HIPASS W/SEP
'TWIN PEAKS BANDPASS
[DOUBLE NOTCH W/SEP
NONE

Notice that PITCH is the only value available for the first block, and AMP is the only value
available for the last block. The center, three-stage block, however, allows you to choose from
seven DSP functions. An eighth value, NONE, deactivates the block.

Common DSP Control Parameters

The type of DSP function available for any function block depends on the algorithm. Some of
the specialized functions like the PANNER are always located just before the final AMP
function. Others, like the three-input functions, appear only in algorithms that are structured
for three-input functions.

You can change the nature of each layer of a program simply by assigning different DSP
functions to the layer’s algorithm. Your level of control goes much deeper than that, however.
Each DSP function has one or more inputs to which you can patch a variety of control sources
to modify the behavior of the DSP functions themselves. These control inputs are represented
by the arrows pointing down at the blocks that make up the algorithm. For each input arrow,
there’s a corresponding control input page that you can select with the five special soft buttons
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we mentioned above (PITCH, and F1-F4). All of the DSP functions have at least one control
input, but many of them have two or even three inputs.

The parameters on the various control input pages are very similar; in fact, there are six
parameters that appear on almost every page. Consequently we refer to them as the common
DSP control parameters. Although the parameters on the control input pages differ slightly
from function to function, you can expect to see some or all of the common DSP control
parameters whenever you select the control input page for any of the DSP functions. They are:

Initial Setting Parameters

These have no input, but set the overall level for the function, the starting point from which the
other parameters modulate the function.

Coarse adjust (abbreviated “Coarse”)
Fine adjust (Fine)
Hard-wired Parameters

These always take their input from your MIDI controller; the note number and the attack ve-
locity values of each Note On event.

Key tracking (KeyTrk)
Velocity tracking (VelTrk)
Programmable Parameters

These can accept any control source as their input, and have related parameters for further con-
trol.

Source 1 (Srcl)
Source 2 (Src2)

Take a look at the PITCH page, as an example—we’ll look at how these six control parameters
are used in the pitch control function. If you're not already on the PITCH page, you can get
there by pressing the soft button labeled PITCH. If you don’t see PITCH on the bottom line of
the display, press one of the <more> buttons until it appears.

o N
1 e = Dekrth :AcL
FineHz: B.H8H=z Srce S0FF
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You'll recognize the common DSP control parameters, along with several other parameters.
Keep in mind that there’s a set of common control parameters for each of the DSP functions; in
this case we’re describing them only as they apply to the pitch control function.

Coarse Adjust

The Adjust parameter (sometimes coarse and fine adjust) is the fixed amount of adjustment you
add to any DSP function. On the PITCH page, the Coarse Adjust parameter will change the
pitch in semitone increments. Use this as a starting point to set the pitch where you want it to
be normally. This will shift the pitch of the currently selected layer, and will affect the playback
rate of sampled sounds. Sampled sounds have an upper limit on pitch adjustment. It's normal
for the pitches of sampled sounds to “pin” (stop getting higher) when you adjust the pitch
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upward in large amounts. The oscillator waveforms can be pitched higher. Any sound can be
pitched downward without limit.

The primary use of the Adjust parameters (Coarse and Fine) is to offset the cumulative effects of
the other parameters on the control input pages. For example, you might set a high value for
key tracking (defined below) for a dramatic change in effect across the keyboard. The effect
might be too much at one end of the keyboard, however, so you could use one of the Adjust
parameters to reduce the initial amount of that effect.

The K2500 always uses real values of measurement, rather than just arbitrary numbers, for
adjustable parameters. This means that you specify pitch in semi-tones and cents, amplitude in
dB, and filter cutoff frequency in hertz.

Remember that the parameters on the control input pages are cumulative—they can add to or
subtract from the effects of the other parameters on the page, depending on their values. For
example, even if you've adjusted the pitch of a sample so high that it pins, the effects of the
other parameters may bring the pitch back down to a workable range.

Fine Adjust

You can add slight detuning to the pitch by changing the fine adjust parameter. Notice that
there are actually two fine adjust parameters on the PITCH page: one that changes the pitch in
cents (100ths of a semitone), and one that changes it according to its frequency (in increments of
Hertz—cycles per second). Since we're discussing the universal control sources here, and not
specifically pitch, we’ll move on for now, as the “Fine Hz” parameter applies only to pitch-
related functions. See “The PITCH Page,” later in this chapter, which describes Fine Hz more
thoroughly.

Key Tracking

This is a quick way to get additional control based on the MIDI note number of each note you
trigger. Key tracking applies a different control signal value for each note number. In the case of
pitch, key tracking enables you to change the tuning of each note relative to its normal pitch.

Middle C is the zero point. Regardless of the key tracking value, there is no effect on Middle C.
If you set a non-zero value for key tracking, the effect increases for each note above or below
Middle C. In the case of pitch, for example, say you assign a value of 5 cents per key for the key
tracking parameter. Triggering Middle C (C 4 on the K2500) will play a normal C 4. Triggering
C# 4 will play a note 5 cents higher than C# 4. Triggering D 4 will play a note 10 cents higher
than D 4, and so on. Notes below Middle C will be tuned lower than their normal pitches. If
you set a negative value for key tracking, notes above Middle C will be tuned lower than their
normal pitches.

Keep in mind that key tracking on the PITCH page works in conjunction with the key tracking
parameter on the KEYMAP page. This is why you can set the KeyTrk parameter on the PITCH
page to Oct/key, and the K2500 will still increases in pitch by 100 cents/key as you go up the
keyboard. It's because the KeyTrk parameter on the KEYMAP page is already set at 100 cents/
key.

Velocity Tracking

A positive value for velocity tracking will raise the pitch as you trigger notes with higher attack
velocities. This is great for getting a trace of detuning based on your attack velocity, especially
in drum programs, where you can make the pitch of the drum samples rise slightly with
higher-velocity Note Ons, just as drums do when you strike them harder. Negative values will
lower the pitch as you increase the attack velocity.
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Source 1

This parameter takes its value from a long list of control sources (you can find it in the Reference
Guide—it’s called the Control Source list) including every MIDI control number, a host of LFOs,
ASRs, envelopes and other programmable sources.

Srcl works in tandem with the parameter beneath it on the page: Depth. Choose a control
source from the list for Srcl, then set a value for Depth. When the control source assigned to
Srcl is at its maximum, the pitch will be altered to the full depth you set. For example, if you set
Srcl to “MWheel,” and set Depth to 1200 ct, the pitch will rise as you push the Mod Wheel up
on your MIDI controller, reaching a maximum of 1200 ct (12 semitones, or one octave).

Source 2

This one’s even cooler. Like Srcl, you choose a control source from the list. But instead of
setting a fixed depth, you can set a minimum and maximum depth, then assign another control
source to determine how much depth you get. Try this example. (Make sure Srcl is set to OFF
first, so the two sources don’t interact). Start with Program 199, and press EDIT. Press the
PITCH soft button to select the PITCH page. Set the Src2 parameter to a value of LFO1, then set
the Minimum Depth parameter to 100 ct, and Maximum Depth to 1200 ct. Then set the Depth
Control parameter to MWheel. This lets you use your MIDI controller’s Mod Wheel to vary the
depth of the oscillation in pitch generated by the LFO.

Now, when the Mod Wheel is down, the pitch will oscillate between a semitone (100 ct) up and
a semitone down (the default waveform for LFOL1 is a sine wave, which goes positive and
negative—if this perplexes you, see the Reference Guide, where there’s an explanation of how
the K2500 generates and interprets control source signals). With the Mod Wheel up, the pitch
will oscillate between an octave up and an octave down.

Since the Mod Wheel is a continuous control, you can achieve any amount of depth control
between the minimum and maximum. If you had set the Depth Control to Sustain, for example,
then you’d get only two levels of depth control: the maximum (1200 cents) with your MIDI
controller’s sustain pedal down, or the minimum (100 cents) with the sustain pedal up.

Summary of Common DSP Control Parameters

These six control source parameters are just a few of the control sources available throughout
the Program Editor. We've given them special attention because they appear on all the pages
relating to the DSP functions, not just on the PITCH page.

As with the PITCH parameters, you can go to each of the DSP functions’ control input pages,
and set a similar set of parameters to control each of those functions as well. The units of
measurement may differ, but you'll almost always find one or two adjustment parameters, key
and velocity tracking, and two programmable control sources. And remember, we've been
talking about one layer in one program here. You can add one or two more layers to your
program, and start all over with another identical set of control sources for each layer, each of
which can be programmed independently.

On any given page, the settings for the control parameters are added to each other before the
signal leaves the DSP function. Depending on the values you set, they may cancel each other
out, or they may add up to huge amounts of modulation. If things get out of control, the easiest
way to get a handle on the situation is to set some of the parameters to values of 0 or OFF.
Adjust the value for one parameter at a time to hear the effect of that one parameter.
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Program Editor—Algorithm (ALG) Page

The ALG page is the first page you see when you enter the Program Editor. It enables you to select
from among the 31 possible algorithms, and assign the DSP functions within the current algorithm.

HlYorithm: 1
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The top line of the display gives you the usual mode reminder, and tells you which layer you're
looking at, as well as how many layers are in the current program (in the diagram above, it’s
the first layer of a one-layer program). You can view the ALG pages of any other layers in the
program by using the CHAN/BANK buttons.

The central portion of the page shows the algorithm for the currently selected layer. You see the
number of the algorithm (from 1 to 31) and a graphic representation of the signal path, as well
as the currently selected DSP functions within the signal path.

To use a different algorithm, select the Algorithm parameter and use any data entry method to
select a different one. To change the DSP function within an algorithm, move the cursor to the
block you want to change, then use the Alpha Wheel or Plus/Minus buttons. There’s a
staggering number of combinations of algorithms and DSP functions alone, not to mention the
numerous controls that can be used to modify the DSP functions. the Reference Guide contains a
list of all 31 algorithms and the DSP functions available for each one.

NOTE: Changing a layer’s algorithm can affect the layer’s sound drastically. It's a good idea to
bring down the volume of your K2500 or your sound system before changing algorithms.

The five downward-pointing arrows represent inputs to the DSP functions that are available for
the current algorithm. Each input arrow has its corresponding page. The first arrow points to
the PITCH function. The soft button for the PITCH page is already visible. Press it to view the
parameters affecting pitch for the currently selected layer. The buttons for the other four DSP
functions are not visible when you first enter the Program Editor. To see them, press the more>
soft button (on the right side of the page). You're still on the same page, but the soft buttons’
labels change to let you select a different set of pages, as the diagram below shows.

F1 F2 F3 F4
PITCH FREQUENCY DRIVE AMP FINAL AMP
CONTROL CONTROL CONTROL CONTROL CONTROL
PARAMETERS PARAMETERS PARAMETERS PARAMETERS PARAMETERS

<more WF1 FRE FZ AMFEF4 AvFlmore

The pages (F1-F4) that control the DSP functions are described later in this chapter. “Algorithm
Basics” on page 6-5 gives general information on algorithms, while Chapter 14 gives a thorough
description of each the DSP functions and the parameters found on their editing pages.
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Program Editor—LAYER Page

Press the LAYER soft button to call up the LAYER page. Here you'll set a number of parameters
that affect the current layer’s keyboard range, attack and release characteristics, and response

to various controls.

PARAMETER RANGE OF VALUES DEFAULT
LOW KEY C-1toG9 (oN0]

HIGH KEY C-1toG9 cs8

LOW VELOCITY ppp to fff ppp

HIGH VELOCITY ppp to fff fff

PITCH BEND MODE Off, Key, All All

TRIG Normal, Reversed Normal
DELAY CONTROL Control Source list OFF
MINIMUM DELAY 0 to 25 seconds 0
MAXIMUM DELAY 0to 25 seconds 0

LAYER ENABLE Control Source list ON
ENABLE SENSE Normal, Reversed / Min. / Max. Normal / 64 / 127
OPAQUE LAYER Off, On Off
SUSTAIN PEDAL Off, On, On2 On
SOSTENUTO PEDAL Off, On On
FREEZE PEDAL Off, On On
IGNORE RELEASE Off, On Off

HOLD THROUGH ATTACK Off, On Off

HOLD UNTIL SUSTAIN Off, On Off

Low Key (LoKey)

This sets the lowest active note for the current layer. This parameter’s value cannot be set
higher than the value for HiKey. The standard MIDI key range is C -1—G 9 (0-127). Middle C is
C 4 (ISP).

High Key (HiKey)
Here you set the highest active note for the current layer. This parameter’s value cannot be set
lower than the value for LoKey.

Low Velocity (LoVel)

With this parameter you define the lowest attack velocity at which the layer will be enabled
(generate a sound). The values for this parameter and the next are expressed in the standard
musical dynamics markings, similar to the values available for the velocity maps. Attack
velocities that are below this velocity threshold will not trigger notes. If you set this
parameter’s value higher than the HiVel value, the layer will not play at all.

High Velocity (HiVel)

Similarly, this will set the highest attack velocity at which the layer will be enabled. Attack
velocities above this velocity will not trigger notes in this layer.
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Pitch Bend Mode (PBMode)

This determines how Pitch bend control messages will affect the current layer. A value of “All”
bends all notes that are on when the Pitch bend message is generated. A value of “Key” bends
only those notes whose triggers are physically on when the Pitch bend message is generated
(notes held with the sustain pedal, for example, won't bend). This is great for playing guitar
solos on top of chords—play a chord, hold it with the Sustain pedal, then play your licks and
bend them all you want; the chord won’t bend with it. A value of “Off” disables Pitch bend for
the current layer.

Trigger (Trig)

Set Trig to "Rvrs" to have notes triggered on key-up. The initial velocities of notes triggered this way
are determined by the release velocities of the keys that trigger them. The default setting is "Norm"

Delay Control (DIlyCtl)

Here you select, from the Control Source list, a control source that will delay the start of all
notes in the current layer. The length of the delay is determined by the following two
parameters. You'll assign a continuous control like MWheel for the DlyCtl parameter when you
want to vary the delay time, and a switch control if you want the delay to either be its
minimum value (switch off), or its maximum (switch on). The delay control will affect only
those notes triggered after the delay control source is moved; the delay time is calculated at each
note start, based on the status of the delay control source at that time.

Minimum Delay (MinDly), Maximum Delay (MaxDly)

The length of the delay is determined by these two parameters. When the control source
assigned to DlyCtl is at its minimum, the delay will be equal to the value of MinDly. The delay
will be equal to the value of MaxDly when the control source is at its maximum. If DlyCtl is set
to OFF, you get the minimum delay. If it’s set to ON, you get the maximum delay. This doesn’t
change the note’s attack time, just the time interval between the Note On message and the start
of the attack. The delay is measured in seconds.

Enable

This selects a control source to activate or deactivate the layer. When the assigned control
source is on (or above the midpoint of 64 for continuous controls) the layer will be active. The
layer will not sound when the control source is off or below its midpoint. For example, if you
wanted to create an octave doubler that would kick in on demand, you could create a program
with a second layer, transpose it up or down an octave, and set its Enable parameter to any
control source, like MWheel. Then whenever your MIDI controller’s Mod Wheel is above its
midpoint, you'll hear the second layer. Some local control sources (e.g., KeyNum and AttVel)
are not valid for the Enable parameter. In these cases, you should use the global equivalent
(e.g., GKeyNum and GAttVel).

Enable Sense (S)

This lets you reverse the orientation of the MIDI control you've assigned to enable the layer. A
value of Normal has no effect on the Enable parameter, while Reversed will activate the layer
when the Enable control source is off or below its midpoint, and deactivate the layer when the
Enable control source is on or above its midpoint. You could use this parameter to set up a two-
layer program that would let you use a MIDI control to switch between layers, say a guitar
sound and a distorted guitar. Both layers would have their Enable parameters set to the same
control source, say MWheel. One would have its Enable Sense parameter set to Normal, and
the other would have it set to Reverse. Then the first layer would play when your MIDI
controller’s Mod Wheel was above its midpoint, and the second layer would play when the
Mod Wheel was below its midpoint.

This is also the place to set the minimum and maximum values at which the layer will be
enabled. The two numbers to the right of the Enable Sense parameter are the Minimum and
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Maximum values for the Enable parameter. .The range for each is -128-127. When the controller
is at a value between the Minimum and Maximum amount, the layer will be activated or
deactivated, (depending on the setting of the Enable Sense parameter). For example, you could
create a program with several layers, assign Mod Wheel for the Enable parameter on each layer,
and set different Minimum and Maximum amounts for each layer. Then as you move the Mod
wheel, you could trigger the different layers

Opaque

An opaque layer blocks all higher-numbered layers in its range, allowing only the opaque layer
to play. This is an easy way to change a small range of notes in a program, leaving the original
sound playing above and below the new sound. Just create a new layer (Layer 2), set its range
(say, C 3 to D 3), assign it the keymap you want, and set its Opaque parameter to On. Then
duplicate the original layer, so its number is higher than that of the new layer (the duplicate
layer is Layer 3). You'll now have a three-layer program. Delete Layer 1 (the original layer), and
the new Layer will become Layer 1, while the duplicated original layer becomes Layer 2. Now
the new layer will block out the original layer at the notes C 3-D 3.

Sustain Pedal (SusPdl)

When this parameter is on, the layer will respond to all sustain messages (MIDI 64) received by
the K2500. When off, the current layer will ignore sustain messages. On2 means that the sustain
pedal will not catch the release of a note that is still sounding when the sustain message is
received; this can be very useful in a program that uses amplitude envelopes with a long
release time.

Sostenuto Pedal (SosPdl)

When Sostenuto is on, the layer will respond to all sostenuto messages (MIDI 66) received by
the K2500. When off, sostenuto messages are ignored by the layer.

Freeze Pedal (FrzPdl)

Activate or deactivate the layer’s response to Freeze pedal messages (MIDI 69). The Freeze
pedal control causes all notes that are on to sustain without decay until the Freeze pedal control
goes off. If a note is already decaying, it will freeze at that level.

Ignore Release (IgnRel)

When on, the layer will ignore all Note Off messages received by the K2500. This should be
used only with sounds that decay naturally, otherwise the sounds will sustain forever. When
IgnRel is off, the layer responds normally to Note Off messages. This parameter can come in
handy when your K2500 is slaved to a drum machine or sequencer, which sometimes generates
Note Ons and Note Offs so close together that the envelope doesn’t have time to play before the
note is released. You'll also want to use this parameter when you're playing staccato, and the
sound you're playing has a long amplitude envelope. This parameter should be used only with
notes that eventually decay to silence. Sustaining sounds will sustain forever.

Hold Through Attack (ThrAtt)

When on, this parameter causes all notes in the layer to sustain through the entire first attack
segment of their amplitude envelopes, even if the notes have been released. If you have a
sound with a slow attack, or an attack that’s delayed with the delay control, setting this
parameter to On will make sure your notes reach full amplitude even if you're playing fast.
When set to Off, notes will release as soon as you release the note (generate a Note Off). If the
first attack segment of the layer’s amplitude envelope is very short, you probably won’t notice
a difference between values of On and Off.

Hold Until Decay (TilDec)

When on, this parameter causes all notes in the layer to sustain through all three attack
segments in their amplitude envelopes even if the notes have been released. Looped amplitude
envelopes will not loop, however, if the notes are released before reaching the end of the final
attack segment. Notes will go into their normal releases if they are released after the envelope
has looped. When set to Off, notes will release as soon as a Note Off message is generated.
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Program Editor— KEYMAP Page

Press the KEYMAP soft button to call up the KEYMAP page. The parameters on this page
affect sample root selection—which samples are played on which keys.

L3
Fadiae: Stereoci0ff
alPose i 1mbre t. f@ST
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LelTrk: Bt Contral  SHMIDITE
’ T Wnore
PARAMETER RANGE OF VALUES DEFAULT
KEYMAP Keymap list 1 Grand Piano
TRANSPOSE + 60 semitones 0
KEY TRACKING + 2400 cents per key 100
VELOCITY TRACKING + 7200 cents per key 0
SAMPLE SKIPPING Auto, Off, On Auto
STEREO Off, On Off
TIMBRE SHIFT + 60 semitones 0
PLAYBACK MODE Norm, Rvrs, Bidirectional, Noise Normal
ALT CONTROL Control Source list OFF
ALT METHOD Switched, Continuous Switched
Keymap

Assign a ROM or RAM keymap to the current layer. Keymaps are collections of samples
assigned to note and velocity ranges. There are nearly 200 ROM keymaps to choose from. You'll
find a list of them in the Reference Guide.

Transpose (Xpose)

Transpose the current keymap up or down as much as 60 semitones (5 octaves).

Key Tracking (KeyTrk)

This is one of the six common DSP control parameters. On the KEYMAP page, key tracking
affects the interval between notes. The default value of 100 cents (hundredths of a semitone)
gives you the normal semitone interval between each note. Higher values increase the interval;
lower values decrease it. Negative values will cause the pitch to decrease as you play higher
notes. You can create a mirror-image piano by setting the key tracking to =100 and transposing
the layer up 4 semitones. When you make changes to this parameter, you'll need to keep in
mind that KeyTrk on the KEYMAP page works in conjunction with KeyTrk on the PITCH page.
Therefore, you'll need to check the KeyTrk value on both pages to see how key tracking works
within a program.

Velocity Tracking (VelTrk)

This is another common DSP control parameter. As with the other parameters on the KEYMAP
page, this shifts the position of the keymap. Different attack velocities will play different pitch
shifts of the sample root assigned to that note range. If the shift is great enough, the next higher
or lower sample root will be played, which in some cases (like the drum programs) will play an
entirely different sound. Positive values will play higher pitches of the sample root when you
use hard attack velocities (they shift the keymap downward), while negative values will play
lower pitches.
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Sample Skipping (SmpSkp)

Sample skipping is a new feature in V2 K2500 software that allows for increased upward
transposition of samples. By using a new sample playback algorithm, the K2500 increases the
maximum playback rate of a sample from 96 Khz to a maximum of 192 Khz. Needless to say,
though, there is a tradeoff. Unwanted artifacts may be added to a note’s sound as the result of
sample skipping. Therefore, the Auto value for this parameter is usually the best choice. Auto
means that the keymap in this layer will only employ sample skipping for those notes whose
upward transposition can be increased. Notes below a certain point would not benefit from
sample skipping and, therefore, Auto ensures that these notes will not use the feature
unnecessarily. The only disadvantage to using Auto sample skipping is that you cannot
pitchbend a note from below the cutoff point into the range of the sample skipped notes.

On means that sample skipping will be employed throughout the range of the keymap. This
eliminates the pitchbend limitation described above, but may add some artifacts to the sound.
Creative types may appreciate this form of distortion, however, so we’ve made it available.

Off means that sample skipping will not be used at all. Essentially, this means that sample
fetching will be done the same way it was done in pre-V2 software.

Stereo

You'll use this parameter when you’re working with stereo samples. When you use the
optional stereo piano programs (included with the RMB-2 daughter board) or load stereo
samples from disk, the K2500 views both sides of the sample as a single sample object. When
you select a stereo sample as the value for the Sample parameter, you'll see the letter “S” as part
of the sample name (for example, “204*StratoBlaster E3 S”.

When you set this parameter to On, the KEYMAP page changes slightly:

TimbreShift. s@ST
KeuTrk: 1868ct-ked HlLALtackCLl:OFF
UelTrk:@Act FlavBackMode:Normal

< more | KEYMAFEFITCH Wmore

An additional Keymap parameter appears. The two keymap parameters are distinguished as
Keymap 1 and Keymap 2. The KEYMAP page parameters will affect both keymaps. When the
Stereo parameter is on, the OUTPUT page for the current layer will show an additional pair of
Pan parameters.

To get the samples to play together, set the Stereo parameter to On, and select the keymap as
the value for both the Keymap 1 and Keymap 2 parameters. The K2500 automatically uses the
left side for Keymap 1, and the right side for Keymap 2. Then go to the OUTPUT page and set
the panning for each sample as desired. Keep in mind that using stereo keymaps reduces the
polyphony of the program. For example, if you had a two-layer program with stereo keymaps
in each layer, each note you play would use 4 of your 48 voices, allowing a total of 12 notes
before all the voices have been used.

This parameter is unnecessary if you're not using stereo samples, and should be set to Off in
that case.

Timbre Shift

This parameter works only on multi-sample keymaps, and changes the root selection for each
key you play. With this parameter you can radically alter the current layer’s timbre (basic
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sound characteristics). The nature of the change depends on the timbre itself, so this parameter
calls for experimentation. Basically, timbre shifting changes a note’s timbre by imposing
different harmonic qualities onto the note. A timbre-shifted note retains its original pitch, but its
harmonics are those of the same timbre at a higher or lower pitch. Positive values for this
parameter tend to brighten a sound, while negative values darken.

Here’s an example. If you shift the timbre up 4 semitones, then playing C 4 will result in the
pitch C 4, but will actually play the sample normally assigned to G# 3, and shift its pitch up 4
semitones. This will increase the playback rate of the sample, so although the pitch remains
normal, the timbre is brighter. You’d get the same effect by setting the Xpose parameter on the
Keymap page to -4 semitones, then setting the Adjust on the PITCH page to + 4 semitones. For
multi-sample layers with narrow key ranges, large amounts of timbre shifting will cause
different sample roots to be played back.

Playback Mode

This gives you four options for manipulating the samples in the current layer as you trigger
them. Normal leaves the samples unaffected, while Reverse plays them in reverse. At a value of
Reverse, the samples will continue to loop as long as notes are sustained. To play them just once
in reverse, you would adjust the length of the layer’s amplitude envelope (explained later in
this chapter). BiDirect (bidirectional) causes the samples to loop infinitely, alternating between
normal and reversed playback. Finally, Noise replaces the samples with a white noise
generator.

Alternative Switch (AltControl and AltMethod)

You can assign a control source to change the sound by using an alternate start point or
alternate end point for the current keymap. Whether or not it is an alternate start or alternate
end depends on the position of the Alt parameter for the sample (set in the Sample Editor).
When set before the end point, it is used as an alternate start (the Alt point can be before or after
the normal Start point). When set after the end it is used as an alt end.

If you place the Alt point after the initial attack transients of the sample, then you can use the
Alt Switch to emulate legato playing in an acoustic instrument. As an example, set the Keymap
to "#14 Flute". Now set the AltControl parameter to Chan St (Channel State). Now if you play
notes separately, the initial breathy chiff will be heard. But if you play the notes legato
(connecting them smoothly), the Alt point is used and you do not hear the chiff. This is because
the Chan St is turned on as long as any note is being held. Most of the K2500’s ROM samples
have their Alt points set for purposes of legato play. In most cases the difference in attacks is
subtle, but for some sounds, like drums, the difference can be more noticeable.

The AltMethod parameter lets you choose between continuous or switched interpolation.
Continuous interpolation will set the alternate start or end point based on the value (0-127) of
the control source. Switched means that the control source will simply switch between using
the alternate or normal start or end point, depending on whether the control source transmits a
value greater or less than 64.

For more information, refer to the discussion of the TRIM page’s Alt point on page 15-17.

6-16



Program Mode and the Program Editor
Program Editor— PITCH Page

Program Editor— PITCH Page

Press the PITCH soft button, and the PITCH page will appear. These parameters adjust the
pitch (playback rate) of the samples after the root has been selected by the keymap.
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PARAMETER RANGE OF VALUES DEFAULT
COARSE ADJUST —120to 60 ST (semitones) 0
FINE ADJUST (cts) + 100 cents 0
FINE ADJUST (Hz) +6 Hz 0
KEY TRACKING + 2400 cents per key 0
VELOCITY TRACKING + 7200 cents per key 0
SOURCE 1 Control Source list OFF
DEPTH + 7200 cents 0
SOURCE 2 Control Source list OFF
DEPTH CONTROL Control Source list MWheel
MINIMUM DEPTH + 7200 cents 0
MAXIMUM DEPTH + 7200 cents 0

These parameters were described in the section on common DSP control parameters earlier in
this chapter, so we won’t repeat them here, but a word about the Fine Hz parameter is in order.

Fine Hz

This measures pitch adjustment by the relative frequency (in Hertz) of each note. This is useful
for controlling the beat frequency between layers in a multi-layered program. Using this
parameter to detune chorusing layers will keep the beat frequency constant across much of the
keyboard. Although the ratio of frequencies between each layer remains constant, the detuning
will increase at lower pitches, and can become extreme. The K2500 automatically limits the
amount of detuning when it becomes extreme, so you'll notice the beat frequencies moving out
of sync when you play low pitches.
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Program Editor—F1-F3 Pages

These pages are reached by pressing the F1, F2, and F3 soft buttons, respectively. They contain
the parameters governing the three variable DSP functions in each algorithm. The pages vary
depending on the DSP functions selected for the three middle DSP control inputs, represented
by the downward-pointing arrows on the ALG page. See the Reference Guide for a complete list
of the algorithms and their available DSP functions.
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Program Editor—F4 AMP Page

Press the F4 AMP soft button to call up this page, which features five of the six common DSP
control parameters, in this case controlling the final amplitude of the current layer before it
reaches the audio outputs. There’s also a parameter that enables you to pad (attenuate) the
current layer’s signal before its final amplification.
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PARAMETER RANGE OF VALUES DEFAULT
ADJUST —-96to 48 dB 6

KEY TRACKING +2dB 0
VELOCITY TRACKING + 96 dB 20

PAD 0,6,12,18dB 0
SOURCE 1 Control Source list OFF
DEPTH + 96 dB 0
SOURCE 2 Control Source list OFF
DEPTH CONTROL Control Source list MWheel
MINIMUM DEPTH + 96 dB 0
MAXIMUM DEPTH + 96 dB 0
Adjust

Adjust the overall amplitude (gain) of the currently selected layer. In multi-layer programs, this
parameter adjusts the amplitude of the layers relative to each other. This is the final output
control for the layer (Post-amp pad). Be careful not to set this too high! If one of your layers is
too loud, it’s generally better to cut its level than to boost the others. This will keep distortion to
a minimum.

Key Tracking

This uses the MIDI note numbers of the notes you play as a control source affecting the
individual amplitudes of each note in the current layer. Positive values increase the amplitude
as you play higher-pitched notes. For example, if the key tracking is .20 dB/key, then C#4 will
be .20 dB louder than C 4 if triggered with the same attack velocity. If the value for this
parameter were negative, C#4 would have less amplitude than C 4. A word of caution here:
values above 0.30 dB/key (or below —0.30) can generate extremely high amplitude levels. If you
set this parameter that high without lowering the value of the Adjust parameter to -12 dB or
lower, your sound may clip, which can be useful, but it isn’t necessarily what you want.

Velocity Tracking

This uses the MIDI attack velocity value of the notes you play as a control source affecting the
individual amplitudes of each note in the current layer. This is the primary parameter to use for
adjusting the dynamics of a layer. At a value of 0, every note in the current layer would have
the same amplitude, regardless of its attack velocity. When the value is positive, note amplitude
increases as attack velocity increases. When the value is negative, note amplitude decreases as
attack velocity increases. Larger values increase the range between minimum and maximum
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amplitude, so with a large positive value, the amplitude will be low when you play softly.
Small values decrease the range between min and max, so with a small positive value, you'll
get nearly full amplitude even with light attack velocities.

Pad

Select one of four attenuation levels for cutting the amplitude of the current layer before the final
amp stage (Pre-amp pad). Use the pad if the layer’s sound distorts when played. Note:
clipping can occur in earlier algorithm blocks as well. If this is the case, you'll probably want to
try to remove the clipping in the earlier block, if possible.

Sources 1 and 2, Depth Controls

These are common DSP control parameters, which in this case let you assign control sources to
affect the amplitude of the current layer. The functions of common DSP control parameters are
explained in their own section earlier in this chapter.
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Program Editor—OUTPUT Page

This page is reached by pressing the OUTPUT soft button. This is where you route the signal to
the eight separate outs, and to the MIX outputs, with or without passing through the effects
processor on the way. If you're using the MIX outputs, select Output Group A if you want the
layer to appear at the MIX outputs with effects, or Output Group B, C, or D if you want the
layer to appear dry at the MIX outputs.

Before we look at the OUTPUT page, we'll take a quick look at the K2500’s audio outs. You will
see there are ten, configured as pairs labeled Mix, A, B, C, & D. It is important to understand
that even though there are ten jacks, there are only 8 routable outs. Here is the way it works:
When you route a signal, you choose the A, B, C, or D pairs and the appropriate panning
position. But all audio signals come out of the Mix pair, until you physically plug a cable into a
separate out. At that point, any signal routed to that out is removed from the Mix and comes
out of that particular out. So if you plug cables into all of the separate outs, there will be no
signal coming from the Mix outs.

To route something through the standard effects processor in your 2500, you need to set the
output to A. But the effects actually only come out of the MIX outs. So if you plug cables into
the A outs then, you will not be able to use the effects. For this reason, a typical way users will
wire their units is to plug into the MIX, B, C, and D pairs.

The OUTPUT page gives you broad control over the audio signal. You can adjust the output
routings of every layer in every program, enabling you to take maximum advantage of the
K2500’s flexible audio output capabilities.

There are actually four different configurations of the OUTPUT page. The one you see depends
on whether the current layer uses a stereo keymap, and whether it uses a double-output
algorithm. A double-output algorithm is one whose signal path is split into two parts before
final amplification.

Regardless of the page’s configuration, there are parameters for adjusting the Output Group,
the Pan position, the Output Mode, the Gain, the Crossfade control, and the Crossfade sense.
Layers that use stereo keymaps, or that use double-output algorithms, have additional sets of
Output Group and Pan parameters on their OUTPUT pages.

The following page is for a layer with one keymap and a single-path algorithm.

an =
Mode: +MIDI
Gain:odE
B0 TEUTEF FECTR OOl R
EFFEC "

PARAMETER RANGE OF VALUES DEFAULT
PAIR A(FX), B(DRY), C(DRY), D(DRY) A(FX)
PAN Left to Right (15 positions) Center
MODE Fixed, +MIDI, Auto, Reverse +MIDI
GAIN —12to 30dB (6 dB increments) 6 dB
CROSSFADE CONTROL Control Source list OFF
CROSSFADE SENSE Normal, Reversed Normal
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Pair

This parameter defines the Output Group of the current layer—that is, which group of audio
outputs the layer uses. If the layer is assigned to Pair A, for example, its audio signal will
appear at the Group A outputs. The signal will also appear at the mixed outputs, with effects
applied, if there are no cables inserted into the Group A outputs.

Pan

Use this parameter to position the current layer’s audio signal between the left and right
outputs of whichever Output Group they’re assigned to.

Mode

When the mode is Fixed the pan position remains as defined with the Pan parameter, ignoring
MIDI pan messages. When the mode is +MIDI, MIDI pan messages (MIDI 10) will shift the
sound to the left or right of the Pan parameter setting. Message values below 64 shift it left,
while those above 64 shift it right. A setting of Auto assigns the pan setting of each note based
on its MIDI note number. In this case, Middle C (MIDI note number 60) is equivalent to the Pan
parameter’s setting. Lower notes shift increasingly left, while higher notes shift increasingly
right. A setting of Reverse shifts low notes right, and high notes left. MIDI pan messages will
also affect the pan position when values of Auto and Reverse are selected.

NOTE: If you're using the PANNER DSP function in the algorithm for any of the layers in a
program, that layer will respond to MIDI pan messages even if the Mode parameter is set to a
value of Fixed. That's just the way it is.

Gain

Boost (or cut) the amplitude of the current layer. For layers using double-output algorithms, the
gain is divided evenly between the two signal paths. Since this gain is not affected by the
layer’s amplitude envelope, you can use it to add a constant amount of gain to a layer.

Crossfade, Crossfade Sense (XFadeSense)

The Crossfade parameter lets you select a control source to fade the current layer’s amplitude
from zero to maximum. When Crossfade Sense is Normal, the layer is at full amplitude when
the Crossfade control is at minimum. With Crossfade Sense set to Reverse, the layer is at zero
amplitude when the Crossfade control is at minimum.

This parameter is similar to the Src1 and Depth parameters on the F4 AMP page, but the
attenuation curve for the Crossfade parameter is optimized specifically for crossfades.

To crossfade two layers in the same program, assign the same control source for the CrossFade
parameters in both layers, then set one of their XFadeSense parameters to a value of Norm, and
the other’s to Rvrs.
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Other OUTPUT Page Configurations

The following page is for a layer with one keymap and a double-output algorithm. The U and L
stand for the upper and lower wires (signal paths). You have independent control of the output
parameters for each wire.

iI-:  Fan: Mode: Gain:
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Next are the two page configurations for layers with stereo keymaps: the first one uses a single-
output algorithm, and the second uses a double-output algorithm.

With a single-output algorithm, stereo keymap layers let you adjust the pan position of each
keymap, but all other parameters are identical for both keymaps.

Mode: +MIDI
Gain:edE
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When a stereo keymap layer uses a double-output algorithm, both keymaps are split between
the upper and lower wires. In other words, both wires carry the signal from each of the
keymaps. The Output Group (Pair), Output mode, and Gain level of Keymap 1 are mimicked
by Keymap 2 (that’s why these parameters aren’t displayed for Keymap 2 on the OUTPUT
page). You can, however, set the pan positions independently for the upper and lower wires of
both keymaps.
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On the EFFECT page you'll adjust the parameters that control the preset effect that the global
effects processor applies to the currently selected program. Whether or not you will hear the
effect that you assign on this page is determined by the settings of the FX Mode and FX Chan
parameters, found in the Effects Mode; they're described on page 9-2.

Press the EFFECT soft button and the EFFECT page appears:

The top line of the page gives you the usual mode reminder, and shows that the preset effect
you select will apply to all layers of the program. Keep in mind that these parameters are
global—that is, they affect every part of the program’s sound that goes through the global
effects processor. The display reminds you of this by showing “All Layers” in the top line.

The Effect Preset parameter determines which preset effect will be selected when you select the
program in Program mode.

The remaining three parameters—Adjust, Source, and Depth—apply to three inputs that can be
used to modify the preset effect in real time, using any of the control sources. The inputs are the
Wet/Dry Mix, and two other realtime inputs that vary with the preset effect—chorus delay,
reverb time, and other similar multi-effects DSP functions.

The Adjust parameter sets the initial level for the three inputs. This defines the status of the
effect when no control source signal is applied to the inputs. For the Wet/Dry Mix, the range of
levels is 0 to 100%. For the two variable inputs, the ranges are —128 to 127.

This Source parameter lets you define which control source is used to modify each of the
inputs. The values are taken from the Control Source list.

The Depth parameter defines how much you can modify each input with its assigned control
source. The range for each input is —128 to 127.

Wet/Dry Mix

The Wet/Dry Mix parameter determines how much of the preset effect is applied to the
program. A value of 0% leaves the program dry; no effect is heard. A value of 100% removes all
of the dry signal, and you hear a full effect level on the sound. For best results, start with values
of near 50%, and tweak them from there.

Realtime 1 and 2

These two inputs differ with each preset effect. When you select different preset effects, the
names of these two inputs will change to reflect the effect parameter that can be modified via
the control source you've assigned with the Source parameter.

When you're recording sequences and including realtime effects changes in the sequence, be
sure that the realtime effects messages occur at least 200 milliseconds after program or setup
changes. It takes the K2500 approximately 200 milliseconds to switch preset effects, and
realtime effects events can interfere with the selection of the new effect. The most likely result is
that the realtime effects messages will be ignored.
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Program Editor—COMMON Page

Here’s where you find six frequently-used parameters that affect the entire current program,
not just the current layer. The COMMON page is reached by pressing the COMMON soft
button in the Program Editor.

< more EFFECTRCOMMON

Notice that when the Monophonic parameter is set to its default value of Off, the four
monophonic parameters do not appear on the page.

PARAMETER RANGE OF VALUES DEFAULT
PITCH BEND RANGE + 7200 cents 200 cents
MONOPHONIC Off, On Off
(LEGATO PLAY) Off, On Off
(PORTAMENTO) Off, On Off
(PORTAMENTO RATE) 1 to 3000 keys per second 70
(ATTACK PORTAMENTO) Off, On On
GLOBALS Off, On Off

Pitch Bend Range

Use this parameter to define how much the pitch will change when you move your MIDI
controller’s Pitch Wheel. Positive values will cause the pitch to bend up when the Pitch Wheel
is pushed up, while negative values will cause the inverse. Large positive values can cause
samples to bend to their maximum upward pitch shift before the Pitch Wheel is fully up. This
will not happen when bending pitch down.

Monophonic

When off, the program is polyphonic—it can play up to 48 notes at a time. Notice that when the
Mono Mode parameter is off, the three Portamento parameters do not appear on the
COMMON page. This is because only monophonic programs can use portamento.

When On, the program will play only one note at a time. This makes it possible to use
portamento, so the remaining parameters appear.

A1 tFrod s COMMOR
F1t.ch Bend
Morokhonic

Ledato FPlad
Fortamento
PnrtamEntn Fate
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Legato Play

When Legato Play is on, a note will play its attack only when all other notes have been released.
This is useful for realistic instrumental sounds.

Portamento

This parameter is either on or off. The default value of Off means that portamento is disabled
for the current program.

Portamento is a glide between pitches. On actual acoustic instruments like violin and bass, it’s
achieved by sliding a finger along a vibrating string. On most keyboards that offer portamento,
it's achieved by holding down a key that triggers the starting note, then striking and releasing
other keys. The pitch glides toward the most recently triggered note, and remains at that pitch
as long as the note remains on. The K2500 gives you two ways to get portamento. See the
Attack Portamento parameter below.

When you're applying large amounts of portamento to multi-sampled sounds (Acoustic Guitar,
for example), the K2500 will play more than one sample root as the pitch glides from the
starting pitch to the ending pitch. This may cause a small click at each sample root transition.
You can reduce the number of clicks you'll hear by entering the Program Editor and adjusting
the KeyTrk parameter on both the KEYMAP and PITCH pages. The quickest way is to set the
KeyTrk value on the KEYMAP page to 0, and to 100 on the PITCH page. This will stretch the
sample root that plays at C 4 across the entire keyboard. Now any amount of portamento will
play only one sample root, and the clicks will disappear.

There’s a tradeoff here, since many sounds will change in timbre as these single sample roots
are pitch-shifted during the portamento. This will be most noticeable for acoustic instrument
sounds, and may not be noticeable at all for single-cycle waveforms like sawtooth waves.
Furthermore, some samples will not glide all the way up to the highest notes—there’s a limit to
the amount of upward pitch-shifting that can be applied to samples. If this doesn’t work for
you, you can compromise between the number of clicks and the amount of timbre change by
further adjusting the KeyTrk parameters on the KEYMAP and PITCH pages.

As long as the combined values of the KeyTrk parameters on both pages add up to 100, you'll
have normal semitone intervals between keys. If you set both parameters to values of 50, for
example, the sound will still play normally, and you'll have several sample roots (about half the
number of the original sound) stretched evenly across the keyboard, instead of just one. This
will give you fewer clicks than in the original sound, but not as much change in timbre as
setting the KEYMAP KeyTrk value all the way to 0. Set the KEYMAP KeyTrk parameter higher
to reduce the change in timbre, or set the PITCH KeyTrk value higher to reduce the number of
clicks. Just make sure the combined values add up to 100, to preserve the normal intervals
between notes.

Portamento Rate

The setting for Portamento rate determines how fast the current note glides from starting pitch
to ending pitch. The value of this parameter tells you how many seconds the note takes to glide
one semitone toward the ending pitch. At a setting of 12 keys/second, for example, the pitch
would glide an octave every second. The list of values is non-linear; that is, the increments get
larger as you scroll to higher values.

Attack Portamento

This parameter toggles between two types of portamento. When set to On, the K2500
remembers the starting pitch so you don’t have to hold a note on to achieve portamento. The
pitch always glides to each new note from the previously triggered note. When set to Off, the
pitch will glide to the most recently triggered note only when the previous note is still on (in
other words, you must use legato fingering).
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Globals

This is another toggle, which affects LFO2, ASR2, and FUNSs 2 and 4. When off, these four
control sources are local; they affect each individual note in the layers that use them as a control
source. They begin operating each time a note in that layer is triggered.

When the Globals parameter is set to On, these control sources become global, that is they affect
every note in every layer of the current program, not just the one to which they’re applied.
When these control sources are global, they begin operating as soon as the program is selected.
When Globals are on, LFO2, ASR2, and FUNs 2 and 4 will appear on their respective pages
preceded by the letter “G” to indicate that they’re global.

You'll use global control sources when you want to affect each note in a given layer uniformly,
and local control sources when you want to affect each layer’s note independently. For
example, you'd use a global LFO controlling pitch to create a Leslie effect on an organ sound,
since you want the affect applied to all the notes you play. You'd use a local LFO controlling
pitch to create a vibrato for a solo violin, since you want to be able to vary the rate and depth of
the vibrato for each note.
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Program Editor—Amplitude Envelope (AMPENV) Page

Amplitude envelopes have three sections: attack, decay, and release. The attack section
determines how long each note takes to reach its assigned amplitude level after you trigger a
Note On event. The decay section determines how quickly and how much a sustained sound
fades before a Note Off is triggered. The release section determines how quickly a sound fades
to silence after a Note Off is triggered.

Press the AMPENYV soft button to reach the Amplitude Envelope page. For many programes, it
will look like the diagram below, which tells you that the amplitude for the current layer is the
default, “natural” ROM amplitude envelope that’s applied to each sample and waveform
during its original development process. You'll leave the amplitude envelope in Natural mode
when you don’t want to change the way the current layer’s loudness develops.

oA = HI

Mode : FELATEEYI

< more WAMPENUSENL:  WENUE  WENUCTL Mnote

If you want to build your own amplitude envelope, just turn the Alpha Wheel a click. The word
“Natural” will change to “User,” and a set of AMPENV parameters will appear. The sound will
change when you do this, because the default settings for the User envelope, as shown in the
diagram below, take effect as soon as you leave Natural mode. Returning to Natural mode
applies the original amplitude envelope once again.

<more WAMPEHUMENUZ  MENUE  WEHUCTL Bmore

You'll tweak the parameters on the AMPENYV page when you want to shape the amplitude
characteristics of your sounds. A graphic view of the amplitude envelope will appear on the
display to give you a visual sense of the envelope’s characteristics. The dots along the envelope
graphic indicate the breakpoints between the envelope’s various segments. The small
horizontal arrow represents the end of the decay section. The small downward-pointing arrow
represents the beginning of the release section.

Because the K2500’s ROM samples are stored in a compressed format, applying an altered
amplitude envelope can change more than just the amplitude of your sound, since it also
changes the rate at which the samples are decompressed for playback. When the samples are
made to play back with altered envelopes, the timbres can evolve in new and interesting ways.

The AMPENYV page’s top line gives you the usual location reminder, points out the currently
selected layer, and tells you the relative scale of the envelope’s graphic view. The envelope
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graphic shrinks in scale as the segment times get longer. This auto-zoom feature maximizes the
available display space. Try lengthening one of the segment times. The envelope graphic will
stretch to fill the display from left to right. When it fills the display, it will shrink to half its size,
and the top line will indicate that the scale has changed (from [1/1] to [1/2], for example).

Each parameter on this page has two values, as listed below. For the envelope segments, the
first (upper) value is the duration of the segment, and the second is the amplitude level at the
completion of the segment. For the Loop parameter, the values define how the envelope loops,
and how many times the loop cycles.

PARAMETER RANGE OF VALUES
ATTACK SEGMENT 1, 2, 3 TIME 0 to 60 seconds
LEVEL 0to 100 %
DECAY SEGMENT TIME 0 to 60 seconds
LEVEL 0to 100 %
RELEASE SEGMENT 1, 2, 3 TIME 0 to 60 seconds
LEVEL 0to 100 %
LOOP TYPE Off, Forward, Bidirectional
# OF LOOPS Infinite, 1 to 31 times

Attack Segment Times

These indicate how long it takes for the current layer’s amplitude to reach its final level from its
starting level.

Attack Segment Levels

These are the final levels that each segment achieves at completion. The levels are expressed as
percentages of the maximum possible amplitude for the current layer. Attack segment 1 always
starts at zero amplitude, and moves to its assigned level in the time specified by its time value.
So the default settings of 0 seconds and 100% mean that the first segment of the attack section
moves instantly from zero amplitude to 100% amplitude. Increase the time of Attack segment 1
if you want the sound to ramp up more slowly.

Attack segments 2 and 3 affect the sound only when you set a non-zero value for time. They
will then move to their assigned levels in the time specified. Their starting levels are equal to
the final levels of the preceding segment.

Decay Segment

The decay section has only one segment. It has values for time and level, just as for the attack
section. The decay section begins as soon as the attack section has been completed. It starts at
the same amplitude level as the attack segment preceding it, and moves to its assigned level in
the time specified. You'll hear a note’s decay section only when the attack section is completed
before a Note Off message is generated for that note.

To create a sustaining envelope, simply set the Decay segment to a non-zero value.

Release Segments

Like the attack and decay sections, each of the three segments in the release section has values
for time and level. Each segment reaches its assigned level in the time specified for that
segment. Release segment 1 starts at the Note Off event for each note, at the current amplitude
level of that note—whether it’s in the attack section or the decay section. It then moves to its
assigned level in the time specified. Release segments 2 and 3 start at the final levels of the
segments before them. Release segments 1 and 2 can be set to any level from 0 to 100%. Release
segment 3 always has a level of 0%, so you can’t adjust its level. In place of its Level parameter
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you see a parameter that lets you toggle between User envelopes and the sound’s
preprogrammed “natural” envelope.

Loop Type

There are seven different values for Loop type.
A value of Off disables looping for the current layer’s amplitude envelope.

Values of seglF, seg?F, and seg3F are forward loops. In each case, the amplitude envelope plays
through the attack and decay sections, then loops back to the beginning of the first, second, or
third attack segments, respectively.

Values of seglB, seg2B, and seg3B, are bidirectional loops. The amplitude envelope plays
through the attack and decay sections, then reverses and plays backward to the beginning of
the first, second, or third attack segment, respectively. When it reaches the beginning of the
assigned attack segment, it reverses again, playing forward to the end of the decay section, and
SO on.

Number of Loops

A value of Inf makes the amplitude envelope loop until a Note Off is generated. Values of 1
through 31 indicate how many times the loop will repeat after the amplitude envelope has
played once through its normal cycle.

Regardless of the loop type and the number of loops, each note goes into its release section as
soon as its Note State goes off (that is, when a Note Off is generated). The envelope will
continue to loop as long as Note State remains on, whether it’s held on by a pedal, by the IgnRel
parameter (described in the section entitled “The LAYER Page”), or whatever.

6-30



Program Mode and the Program Editor

Program Editor—Envelopes 2 and 3

Program Editor—Envelopes 2 and 3

The K2500 offers two envelopes in addition to the amplitude envelope. Like the amplitude
envelope, Envelopes 2 and 3 can be assigned like any other control source. The only difference
between these two envelopes and the amplitude envelope is that Envelopes 2 and 3 can be
bipolar. This means that you can set negative values for them. (Obviously, you can’t have an
amplitude less than zero, so the amplitude envelope is unipolar—the values range from 0 to
100%). A bipolar envelope controlling pitch, for example, could modulate the pitch both above
and below its original level.

< more WAMPEMUMENL:  WENUE  WENUCTL Mmote

The pages for Envelopes 2 and 3 are reached with the soft buttons ENV2 and ENV3. When you
select these pages, you’ll find a display that looks very much like the AMPENYV page. The only
differences are that you can program an amount for Rel3, and in the envelope graphic, which
has a dotted line running horizontally across the display. This is the zero level line; negative
level values for the various envelope segments will cause the envelope graphic to dip below
this line.
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Envelopes are control sources with outputs that evolve over time without repeating (unless you
want them to). You can make the envelopes even more powerful by using envelope control.
This gives you realtime control over the rates of each section of the envelopes. Press the
ENVCTL soft button to reach the ENVCTL page.

The display’s top line reminds you of the current layer. The first line of text in the center of the
display shows five of the common DSP control parameters: Adjust, Key tracking, Velocity
tracking, and Source /Depth.

This page is a table showing the five envelope control parameters, and their values for each of
the three sections of the envelopes. Additionally, the line above the soft buttons lets you make
use of the Impact feature, which adds an amplitude overshoot to the first 20 milliseconds of a
note’s attack. It’s important to keep in mind that if you set up an envelope control source, it
affects Envelopes 2 and 3, as well as the amplitude envelope (Natural or User). Furthermore, the
values for the various parameters are cumulative. With the exception of Impact, though,
ENVCTL does not affect the attack sections of natural envelopes.

The parameters and values in the following list apply to each of the three envelope sections—
attack, decay, and release. We’ll describe them only once, since their functions are largely the
same for each envelope section. The only difference is with velocity tracking, which is hard-
wired to control only the attack sections of the envelopes (you can assign attack velocity as the
value for the Source parameter in each of the sections, however).

The values of each of these parameters multiply the rates of the envelope sections they control.
Values greater than 1.000x make the envelope sections run faster (they increase the rate), while
values less than 1.000x make the envelope sections run slower. Say for example that on the
current layer’s AMPENV page you had set the Decay section’s time at 2.00 seconds, and its
level at 0%. This sets the layer’s amplitude to fade to silence two seconds after the completion
of the last attack segment. The decay time is two seconds; the decay rate is 50% per second.
Now if you select the ENVCTL page and set the Decay Adjust parameter to a value of 2.000x,
you’'ve increased the decay rate by a factor of two. The rate increases to 100% per second, and
the decay time is now one second instead of two.

PARAMETER RANGE OF VALUES
(Att, Dec, Rel)

ADJUST 0.018 to 50.000x
KEY TRACKING 0.018 to 50.000x
VELOCITY TRACKING 0.018 to 50.000x
SOURCE Control Source list
DEPTH 0.018 to 50.000x
Adjust

This is the familiar Coarse adjust found on many other pages. Use it here to change the rate of one
of the envelope sections without reprogramming the envelope itself. This parameter doesn't give
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you realtime control over the envelope. It is, however, a good way to adjust the natural envelopes
without switching to a User envelope and trying to approximate the Natural envelope.

Key Tracking

This uses the MIDI note number of each key as the control input for the current layer’s
corresponding envelope section. When the value of this parameter is greater than 1.000x, notes
above C 4 will make the envelope section run faster, while notes below C 4 will make it run
slower. When the value of this parameter is less than 1.000x, notes above C 4 will make the
envelope section run slower, and notes below C 4 will make it run faster. This gives you
realtime envelope control right from your MIDI controller. You might use it, for example, to
cause an acoustic guitar sound to decay quicker at the high end (set the key tracking to a
positive value).

Velocity Tracking

Use your attack velocity as the control input for the current layer’s attack section (this
parameter doesn’t apply to decay or release). When the value of this parameter is greater than
1.000x, attack velocities greater than 64 make the attack section run faster, and attack velocities
below 64 make it run slower. This gives you realtime attack control over the envelope.

Source, Depth

These two parameters work together to let you assign a control like the Mod Wheel to affect the
current layer’s envelopes in realtime. The value of the Source parameter defines which control
affects the envelope section, and the value of the Depth parameter defines how much the rate is
multiplied when the control is at its maximum.

Impact

Impact punches the volume during the first 20 milliseconds of the attack of an envelope. Use
this feature to get maximum "thump" from your bass and drum sounds. Programs you create
that use Impact will not work on a K2000.
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These are low-frequency oscillators. You'll use the LFO page to define the behavior of the two
LFOs available to each layer. LFOs are periodic (repeating) control sources. The basic elements
are the rate and shape, which define how frequently the LFO repeats, and the waveform of the
modulation signal it generates.

With the K2500, you can set upper and lower limits on each LFO’s rate, and assign a control
source to change the LFO's rate in realtime, if you wish.

Because of its periodic nature, the LFO is perfect for creating effects like vibrato (cyclic variation
in pitch) and tremolo (cyclic variation in amplitude). When you're editing LFOs, or any control
source, remember that it must be assigned to control some parameter before you’ll hear the
effects of your edits.

LFO1 is always local, meaning that it’s triggered with each Note On event, and runs
independently for each note in the layer. LFO2 is local by default, but can be made global. This
is done on the COMMON page, by setting the Globals parameter to On, which causes LFO2,
ASR2, FUN2 and FUN4 all to become global. Global controls uniformly affect every note in
each layer.

or
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The top line of this page gives the usual mode reminder and tells you which layer you're
looking at. There are five parameters for each of the LFOs.

PARAMETER RANGE OF VALUES DEFAULT
MINIMUM RATE Oto 24 Hz 2.00 (OFF for LFO2)
MAXIMUM RATE 0to 24 Hz 0.00

RATE CONTROL Control Source list OFF

LFO SHAPE LFO Shape list (Ref. Guide) Sine

LFO START PHASE 0, 90, 180, 270 degrees 0

Minimum Rate

This is the slowest rate at which the LFO will run. When its Rate control is set to OFF, or when
the control source assigned to it is at its minimum, the LFO runs at its minimum rate.

Maximum Rate

This is the fastest possible rate for the LFO. When its Rate control is set to ON, or when the
control source assigned to it is at its maximum, the LFO runs at its maximum rate.

Rate Control

Assign any control source in the list to modulate the LFO’s rate between its minimum and
maximum. A continuous control like the Mod Wheel is a natural choice, enabling you to get
just about any rate between min and max. But you can use a switch control too, to get just the
min or max with nothing in between. Assigning MPress as the rate control for an LFO vibrato
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gives you an easy way to increase the vibrato rate in realtime, as you can on many acoustic
instruments.

LFO Shape

The shape of the LFO waveform determines the nature of its effect on the signal its modulating.
There are diagrams of each LFO shape in the Reference Guide; these will give you an idea of how
each LFO shape affects the signal. An easy way to check the effects of the different LFO shapes
is to set LFOL1 as the value for the Srcl parameter on the PITCH page, and set the Depth for Srcl
to 400 cents or so. Then go to the LFO page, set the Min and Max rates for LFO1 at 0.00 Hz and
4.00 Hz or so, and set the Rate control to MWheel. Now play your MIDI controller and you'll
hear the LFO's rate change when you move its Mod Wheel. Select different LFO Shapes and
check out the effect on the pitch.

LFO Phase

Use this parameter to determine the starting point of the LFO’s cycle. One complete cycle of the
LFO is 360 degrees. 0 degrees phase corresponds to a control signal value of 0, becoming
positive. Each 90-degree increment in the phase represents a quarter-cycle of the LFO.

When an LFO is local, the phase parameter gives you control over the starting point of the LFO
for each note (for example, you could make sure every vibrato started below the pitch you
played instead of at the pitch you played). The LFO'’s phase also affects global LFOs, although
it’s often indistinguishable, since global LFOs start running as soon as the program containing
them is selected, even if you don’t play any notes.
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ASRs are three-section unipolar envelopes—attack, sustain, and release. The K2500’s ASRs can
be triggered by a programmable control source, and can be delayed. ASR1 is always a local
control. ASR2 is local by default, but becomes global if the Globals parameter on the COMMON
page is set to On. ASRs are frequently used to ramp the depth of pitch or amplitude in a vibrato
or tremolo, enabling delays in those effects. Chapter 19 gives an example of creating a delayed
vibrato. The ASR page consists of two rows of five parameters, one row for each of the ASRs.
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PARAMETER RANGE OF VALUES
TRIGGER Control Source list
MODE Normal, Hold, Repeat
DELAY 0 to 60 seconds
ATTACK 0 to 60 seconds
RELEASE 0 to 60 seconds
Trigger

This defines the control source that starts the current layer’s ASRs. The ASR starts when the
trigger switches from off to on. If the Trigger parameter is set to ON, global ASRs will run as
soon as the program containing it is selected. Switch controls are better suited for ASR triggers
because of their binary (on/off) nature. A continuous control will trigger the ASRs when its
signal value is above its midpoint.

Mode

This parameter sets the sustain section of the ASR. The ASR’s mode determines what the ASR
does when it finishes its attack section. If the Mode parameter is set to Normal, the ASR will run
directly from its attack section to its release section (no sustain). At a setting of Repeat, the ASR
will cycle through the attack and release sections, then loop forward and cycle through again
until the ASR’s trigger switches off. If the mode is set to Hold, the ASR maintains its position at
the end of the attack section until the ASR’s trigger switches off. The ASR then goes into its
release section. If the ASR's trigger switches off before the attack section is complete, the ASR
goes directly to its release section.

Delay

When the ASR’s trigger switches on, the ASR will start immediately if this parameter is set to
zero. Non-zero values will cause a corresponding delay between the ASR trigger and the start
of the ASR.

Attack

This defines how long the ASR takes to ramp up from minimum to maximum effect on
whatever it’s patched to.

Release

This defines how long the ASR takes to fade to minimum from its maximum. If the ASR’s
trigger switches off before the ASR has reached maximum, the ASR releases from that level.
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“FUN" is short for “function.” The K2500’s four FUNs greatly extend the flexibility of the
control sources. Each FUN accepts input from any two control sources, performs a selectable
function on the two input signals, and sends the result as its output, which can be assigned like
any other control source. Using the FUNs involves defining them on the FUN page, then
assigning one or more of them as control sources. The FUN page looks like this:

T
o —
=
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There are three parameters for each FUN. Inputs a and b can be any control source from the
Control Source list. The control sources you want to combine are the ones you'll assign as the
values for these parameters.

The Function parameter determines what mathematical function is applied to the two inputs.
When a FUN has been assigned as a control source, the K2500 reads the values of the two
control sources defined as Inputs a and b. It then processes them according to the setting for the
Function parameter, and the resulting value is the FUN's output.

Chapter 16 describes each of these functions, and provides a few diagrams to give you a hint of
the immense control (as well as some chaos) that these functions make possible.
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The velocity triggers base their operation on the attack velocity of each note you play. To use a
VTRIG, you simply set its velocity level (threshold), then set it to switch on or off when your
attack velocities exceed that threshold. Then assign it as a control source for some other
parameter. They're handy for triggering ASRs, for example.

UTridl Lewel:

UTridl Sense:MHorm
UTridZ Leuvel:ppRp
UTrid2 Sense:Norm
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PARAMETER RANGE OF VALUES DEFAULT
VEL. TRIGGER LEVEL ppp to fff ppp
VEL. TRIGGER SENSE Normal, Reversed Normal

The velocity trigger’s level is expressed in terms of the standard dynamic markings of western
music—ppp, pp, p, mp, mf, {, ff, and fff. The K2500 converts each attack velocity value it
receives into one of these eight levels. When a velocity trigger has been assigned as a control
source, the K2500 compares the velocity trigger’s level and sense with the attack velocity values
it receives. If the sense is Normal and the attack velocity value is greater than the velocity
trigger’s level, the trigger switches on. When the velocity trigger’s sense is reversed, the trigger
switches on when the attack velocities it receives are lower than the velocity trigger’s level.
Keep in mind that you won’t hear the effect of editing the VTRIG page until you've assigned a
VTRIG as a control source for some other parameter.
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The remainder of this chapter describes the soft buttons that perform specific functions, as
opposed to selecting programming pages. The descriptions below are arranged in the order in
which you would see the soft buttons if you pressed the more> button repeatedly. You can
always get to these buttons, regardless of which page is currently selected.

Set Range (SetRng)

The SetRng soft button gives you a quick way to set the lowest and highest notes in the
currently selected layer. Press this button, and the K2500 will prompt you to trigger the note
you want to set as the low note for the layer. Press the Cancel soft button if you change your
mind. Otherwise, trigger the desired note on your MIDI controller. When you trigger a note,
the K2500 prompts you to trigger the note you want to be the highest in the layer. When you
trigger another note, the previously selected page returns, and the notes you triggered will be
recorded as the new values for the LoKey and HiKey parameters on the LAYER page. You'll
notice that the higher of the two notes you triggered is entered as the HiKey value, regardless
of the order in which you triggered the two notes.

Name

Call up the page that enables you to change the name of the current program.

Save

Start the process of saving the current program.

Delete

Delete the current program from RAM. You can also delete any other RAM program by
scrolling through the list that appears when you press the Delete soft button, then pressing
Delete again when the desired program is selected. If you attempt to delete a ROM program,
the K2500 will say it’s deleting the program, but it doesn’t actually do it.

Dump

Send a MIDI System Exclusive dump of the current program’s settings. See the Reference Guide
for more information about System Exclusive messages.

New Layer (NewLyr)

Create a new layer, numbered one above the highest existing layer. The new layer’s parameters
are those of the single layer in Program 199, called “Default Program.” When you press this
button, the K2500 will tell you that it is creating a new layer, then will return to the page you
were on. The new layer becomes the current layer. If the current program already has its
maximum number of layers, the K2500 will tell you that you can’t add any more. If the current
keyboard channel is a drum channel, you can add up to 31 additional layers, for a total of 32.
Otherwise, the maximum is a total of three.

Program 199 makes a good template for programs that you build from the algorithm up. You
might want to edit Program 199 to adjust one or more parameters to values you want to use in
your template program. If you like the settings of the default layer as they are, however,
remember not to make any permanent changes to Program 199.

Duplicate Layer (DupLyr)

Create a copy of the current layer, duplicating the settings of all its parameters. The copy
becomes the current layer, and is numbered one higher than the original.
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Import Layer (ImpLyr)

Copy a specific layer from another program into the current program. This button brings up a
dialog that prompts you to select a layer number and a program number. The dialog tells you
the currently selected layer, and the total number of layers in the program. Use one of the two
leftmost soft buttons (or the up/down cursor buttons) to change the layer number. If the
current program has only one layer, pressing these buttons will have no effect. Use one of the
two center soft buttons (or the left/right cursor buttons) to change the program number.

While you are on this screen, you can listen to the layer you are selecting to import, along with
all other layers in the current program. If you want to hear the layer to be imported by itself,
you must mute the other layers.

When you have selected the desired layer from the desired program, press the Import soft
button, and the selected layer will be copied from the selected program, becoming the current
layer. Importing layers is a convenient alternative to creating layers from scratch. If you have a
favorite string sound, for example, and you want to use it in other programs, just import its
layer(s) into the program you’re building. This will preserve the envelopes and all the control
settings so you don’t have to reprogram them.

Delete Layer (DelLyr)

Delete the current layer. When you press this button, the K2500 asks you if you want to delete
the layer; press the Yes soft button to start the deletion process, or the No soft button to cancel
it. This prompt prevents you from accidentally deleting a layer.
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Chapter 7
Setup Mode and the Setup Editor

Setup Mode

In Setup Mode, the K2500 can take on the identity of eight distinct instruments and eight
distinct MIDI transmitters, each of which can use the same set of physical controllers, or any
subset of those controllers. For example, you can create a keyboard which is split into eight
different regions, each of which has its own instrument (say, drums, bass, piano, sax, guitar,
percussion, violin, and organ), and each of which also transmits on its own MIDI channel, so
that eight different internal programs and external MIDI instruments can be played
individually on different parts of the K2500 keyboard.

Selecting setups in Setup mode is much like selecting programs in Program mode—just use one
of the normal data entry methods to scroll through the list of setups. Standard program
changes select the correspondingly numbered setups while the K2500 is in Setup mode.

If you're using a K2500R, or any K2500 receiving MIDI program changes, you must set the
LocalKbdCh parameter on the MIDI RECV page to match the transmit channel of your MIDI

controller.

There are some important differences between a program and a setup. A program comprises
several layers, but plays on only one keyboard region, called a “Zone”, and only one MIDI
channel. A setup enables you to use up to eight keyboard (or MIDI controller) Zones, each of
which can have its own program, MIDI channel, and control assignments. The parameters you
define for each setup only affect programs while you are in Setup Mode. The only exception to
this is the Control Setup, which we'll cover shortly.

Chan-Prodram Info
1 al Trars
2 15 Y_Acoust
3 22 Izit_Jimmd

BrrCILSS 10N
eayd Metal

Press the Setup mode button to enter Setup mode. You'll see a list of setups that you can select
with any data entry method. For setups containing three or fewer Zones, the box at the left side of
the display shows you the programs assigned to each Zone in the currently selected setup, and the
MIDI channels on which they’re being transmitted. An “L” or an “M” next to the channel number
indicates that the Zone transmits only to Local or MIDI programs, respectively. “Off” indicates that
the Zone has been turned off completely.

The lines beneath the program names represent the approximate key range of each Zone, and let
you know whether any of the Zones overlap. For setups with four or more Zones, the box displays
only the lines representing key range information.

You can transpose the entire setup up or down with the two Octav soft buttons. Press them
simultaneously to set the transposition back to zero. When you transpose a setup, the split points
between Zones remain in place; each program is transposed within its respective Zone.

7-1



Setup Mode and the Setup Editor

Setup Mode

The Panic soft button sends “all notes off” and “reset all Controllers” messages to all Zones. The
Sample soft button provides convenient access to the K2500’s sampler. Refer to Chapter 15 for
complete information on the sampler.

When you select a setup in Setup mode, the K2500 sends a number of MIDI messages, on each
of the MIDI channels used by the setup. Some of these include: Program Change commands,
MIDI Bank Select messages, Pan and Volume messages, and Entry Values for physical
controllers. The values of all these messages depend on the parameters you define in the Setup
Editor.

Loading Older Setup Versions

You can load K2000 setups, or setups which used a previous version of the K2500’s software,
into the Version 2 Setup mode. You can then edit your older setups to take advantage of the
K2500’s expanded features. Keep in mind though that once you save these setups in the new
version of Setup mode, you won’t be able to play them on a K2000, or on a K2500 with pre-
Version 2 software.

K2500 Rack Models Only

With software version 2.0 or higher installed, the rack version of the K2500 offers the same

g 5 splitting and layering capabilities as the keyboard version. Even if your MIDI controller can

transmit on only one MIDI channel at a time, you can use the K2500’s setups by setting the
Local Keyboard Channel parameter on the MIDI mode RECV page to match the channel you're
using to transmit from your MIDI controller. This will enable you to play the setup’s eight
Zones, and send the MIDI information from your MIDI controller to the K2500R’s MIDI Out
port, on the channels used by the current setup.

Once you have properly set the Local Keyboard Channel, the K2500R will remap Controller
messages from your MIDI controller. Some examples of these Controller messages include:
Modulation (01), Foot (04), Data (06), Mono Pressure (32), Sustain (64), and Sostenuto (66). By
sending preset controller numbers, you can remap them to the controllers assigned within the
Setup Editor. For these preset numbers, along with more on using a MIDI controller with the
K2500R, see the discussion of the Local Keyboard Channel in Chapter 10.

If you send data on a channel other than the Local Keyboard Channel, no remapping will occur.
You will only hear the program assigned to the channel your MIDI controller is transmitting on.

For the remainder of the chapter, we’ll cover topics that apply to both the rack and keyboard
versions of the K2500. However, any references to the sliders, ribbons, wheels, buttons, or
other physical controllers are intended primarily for K2500 keyboard owners.

The Control Setup

In addition to Zone splitting and layering, Setup Mode is a powerful way to take advantage of
the K2500’s programmable sliders, ribbon controllers, and assignable buttons. However, you
may wish to modify the behavior of those controllers in Program mode as well. The Control
Setup defines the controller assignments for programs in Program Mode.

In previous versions of the K2500 operating system, the MIDI mode XMIT page contained
several parameters for controller assignments. However, with the large number of features
newly available on the K2500, it has been necessary to put physical controller parameters in the
Control Setup.

The default Control Setup is "97 Control Setup", but you can choose any Control Setup you
want. To do this, enter the MIDI mode XMIT page and use any normal data entry method to
change the CtlSetup parameter. When you re-enter Program Mode, all programs will now
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respond to the controller assignments defined in Zone 1 of the Control Setup (Zones 2-8 are not
relevant in Program mode, because a Program can only occupy one MIDI channel).

To edit the Control Setup, press the EDIT button while the CtlSetup parameter is highlighted
on the MIDI XMIT page. This brings you to the Setup Editor, which is described in the
following sections. The table below shows which Control Setup Parameters will affect

programs in Program mode.

Control Setup—Setup
Editor Page, Zone 1

Parameters Affecting
Program Mode

Parameters Not Affecting
Program Mode

CH/PROG

ZoneArpeg

LocalPrg, Channel, MIDIBark,
MIDIProg, Status, Destination,

ment Pages (FOOTSW,
SWITCH)

MIDIBankMode,
EntryProgChg,

KEY/VEL Vel Scale, Vel Offset, VelCurve LoKey/HiKey, Transpose,
NoteMap, LoVel/HiVel

PAN/VOL None

BEND All

COMMON None

ARPEG All

RIBCFG All

Continuous Controller Dest, Scale, Add, Curv Ent and Exit

assignment pages (SLIDER,

SLID/2, CPEDAL, RIB-

BON, WHEEL, PRESS

Switch Controller assign- SwType, Dest, On, Off Ent and Exit

In summary, physical controller destinations, their curves and states, and the Arpeggiator
parameters all define controller assignments for programs in Program Mode. The other
parameters have no effect; this keeps Program mode from being too complex. Program mode
lets you change values for transposition, MIDI Channels, and programs independently of the

Control Setup.

Once you save changes to the Control Setup, those changes will affect all programs when you
are in Program mode. For example, programming the Large Ribbon in the Control Setup to
have three sections will mean that in every program in Program mode, you will have a three-

section Large Ribbon.

You may find that it’s a good idea to program several different Control Setups, and switch
among them for different applications.
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The Setup Editor

From Setup mode, press the EDIT button to enter the Setup Editor, and you can make changes
to the currently selected setup. The Setup Editor consists of pages that you access by using the
K2500's soft buttons. The upper line of each page displays the usual mode reminder, the
current Setup Editor page, and the current Zone. Use the CHAN /BANK buttons to select one
of up to eight different Zones, each having its own Setup Editor page.

The parameters on the Setup Editor’s pages define what each of a setup’s Zones sends, both to
internal programs and to the MIDI Out port. They also determine how the K2500 responds to
MIDI signals received from a MIDI controller connected to the K2500’s MIDI In port (when the
Local Keyboard Channel matches the transmit channel of your MIDI controller).

The Channel/Program (CH/PROG) Page

This is the first page you see when you enter the Setup Editor. Here, you can select programs,
MIDI channels, and MIDI bank numbers for each of the setup’s eight Zones. You can also solo
or mute each Zone, and assign Zones to be controlled by the K2500’s Arpeggiator.

LocalPrda: I.:@ﬁﬁﬁﬁ
Channel - est.ifnation sLocal+MIDI
MIDIBank:d MIDIBankMode:iCLt1l 32
MIDIPro9:] _ Entr4YProdCha: On
nore BCH P i ’ igre
PARAMETER RANGE OF VALUES DEFAULT
LOCAL PROGRAM Program list 1 Acoustic Piano
CHANNEL 1-16 1
DESTINATION Destination list Local+MIDI
MIDI BANK None, 0-127 0
MIDI BANK MODE MIDI Bank Mode list Ctl 32
MIDI PROGRAM None, 0-127 1
ENTRY PROGRAM CHANGE  On/Off On
STATUS Status list Active
ZONE ARPEGGIATION On/Off On

Local Program (LocalPrg)

This selects an internal program to play on each Zone. As you change the Local Program,
notice that MIDI Program and MIDI Bank match the Local Program and Bank numbers. If
want to transmit different program and bank numbers over MID], highlight either MIDI
Program or MIDI Bank and select a new value. Note that changing the Local Program
parameter again will reset both the MIDI Program and MIDI Bank parameters to match the
local program and bank numbers.

Channel

The Channel parameter defines the MIDI transmit channel for the currently selected Zone. You
can set it to any of the 16 MIDI channels. Normally, you will want each Zone on a separate
MIDI channel. This is necessary if you want to combine different programs in the setup.
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If two Zones have the same MIDI channel (and destination), but they have different Program
settings, there will be conflicts: no MIDI device, including the K2500, can respond correctly to
two different simultaneous Program Change commands on one channel. The result will be that
only one Program Change will be recognized, and every note played will sound double (if
Note Maps are on). This can create unpredictable odd timing effects, and will reduce
polyphony by 50%.

There will, however, be occasions when “stacking” Zones on the same MIDI channel might
come in handy. Suppose you want a physical controller on the K2500 to send data out for two
different numbered MIDI Controllers on the same channel. In this case, you must create two
Zones assigned to the same channel, but with different controller assignments.

Here’s one example: if a receiving synth is using Controller #1 for modulation depth and
Controller #13 for modulation speed, you can increase both the depth and the speed with
Slider A. Start by assigning that slider in Zone 1 to MWheel and in Zone 2 to MIDI 13; then
assign both Zones to the same MIDI channel. (You may want to make sure you aren’t sending
doubled notes. Use the Note Map parameter on the KEY / VEL page to set one Zone’s Note Map
to "Linear" and the other Zone’s Note Map to "Off").

Another example: create two or more Zones that are identical except for their transposition
settings. Now you can play parallel intervals (or chords) with single keystrokes.

MIDI Bank

The K2500’s programs are divided into ten MIDI banks, numbered 0-9. Program 22 in Bank 1,
for example, is 122 "Treble Flute". The MIDI Bank parameter displays which Bank the current
program is assigned to, and automatically changes to match the Local Program value you set.

You can send Bank Select messages to external MIDI devices as well, by setting Destination to
MIDI or Local + MID], then changing MIDI Bank. Some instruments may have more than ten
banks; the MIDI Specification says a device can have up to 16,384(!) banks, and the K2500 gives
you access to every single one of them. Bank switching over MIDI makes it easy for the K2500
user to select sounds on external instruments, no matter how many banks they might have.

If you select an empty Bank (like Bank 16, 383), the Zone will still produce sound on the K2500,
provided that Destination is set to Local or Local + MIDI. The LocalPrg parameter will display
whatever internal program you set, but the bank number transmitted over the MIDI Out port
will be different from the internal program’s bank number.

MIDI Program (MIDIProg)

MIDI Program defines which program number is transmitted out the MIDI Out port on the
current Zone’s MIDI channel.

Status

This parameter defines whether the current Zone is Active (sends and receives normally over

MIDI), Muted (sends and receives program changes but doesn’t play notes), Soloed (all other

Zones are muted, but the current Zone plays), or Solo/M (the current Zone is both soloed and
muted; when the Zone isn’t soloed, it won’t produce sound).

The K2500 features a set of eight buttons, located above the programmable sliders. Each button
mutes, un-mutes, or solos its correspondingly numbered Zone. A green light means the Zone
is active; press a Zone’s button once to mute it, and the light turns orange. Unlighted buttons
indicate empty Zones.

To solo the current Zone, first press the "SOLO" button, located to the left of the eight sliders.
The SOLO button will turn red and the current Zone’s button will turn red, indicating that the
Zone is soloed; all other Zone buttons will remain green. While the SOLO button is lighted, you
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can solo any other Zone by pressing its button. Press the SOLO button again to un-mute all

Zones.

You can change Status by using any normal data entry method; buttons 1-8 will light to
correspond with the values you select.

K2500R owners can mute and un-mute Zones by using the first three mode select buttons:
PROGRAM (Mute 1), SETUP (Mute 2), and QACCESS (Mute 3). For setups containing up to
three Zones, pressing each button mutes or un-mutes Zone 1, 2, or 3. For setups containing
four or more Zones, pressing Mute 1 will mute the current Zone; pressing Mute 2 or Mute 3 will
solo the current Zone. You can then press the CHAN /BANK buttons to solo each Zone.

On the K2500R, each button turns only one color (red); a system of lighted /unlighted buttons
lets you know that certain Zones are soloed or muted. When you use the CHAN/BANK
buttons to scroll to other Zones, the buttons will light according to each Zone’s status. The

illustration below explains how to interpret this system.

Setups containing 3 or fewer Zones

All Zones Active.

L_Jo(_Jo_Jo

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

Press Mute 1, Mute 2, or Mute 3 to
Mute each Zone.

(e _Jo [ _Jo

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

Setups containing 4 or more Zones

Press Mute 1, and the current Zone

is Muted.

L Je&(_Jo[__Jo

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

Press Mute 2 or Mute 3,
and the current Zone is Soloed; press
CHAN/BANK buttons to solo each Zone.

L _Jol_J&( )&

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

Current Zone Active—some other
Zones Muted.

(_Jol_Je&(_Jo

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

Some Zones Muted, including
Current Zone.

(_Je(_Jo [ Je

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

All Zones Active.

L _Jol _Jo[_Jo

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

All Zones Muted.

N I I

Program Setup Q Access
Mute 1 Mute 2 Mute 3
Zoom - Zoom + Samp/Sec

The K2500 keyboard’s mode select buttons also light as shown above. However, buttons 1-8

provide a more convenient and useful way to mute, un-mute, and solo Zones.

7-6




Setup Mode and the Setup Editor

The Channel/Program (CH/PROG) Page

| Don’t Hear a Zone: Is It Active (But Not Soloed), Muted, or Empty?

There are important differences between a Zone that is silent because a different Zone has been
soloed (green light, when another Zone is red); a Zone that is muted (orange light); and one
that is empty (no light).

A Zone not soloed (but otherwise active) doesn’t send notes or controllers, but will send exit and
entry values for its programs and controllers when you enter or leave the Setup.

A Zone that is muted behaves just like a Zone that is not soloed; notes and controllers are not
sent to internal programs or to MIDI. A muted Zone does have a program number and a MIDI
channel, as well as a complete set of other parameters, all of which come into play when the
Zone is un-muted.

A Zone that is empty has no MIDI channel. It generates no data until you create it by pressing
the NewZn soft button (see the New Zone section on page 7-41).

Color: Green Green Red Orange None
(but another is Red)
State: Active Active Soloed Muted Empty (no
(not Soloed) Zone Present)

Data Generated:

Notes

Controllers

Program number

< < & <
<| <
< < & <

Entry and Exit values

You can quickly disable and enable an individual sound or a MIDI instrument by changing a
Zone's status from active to muted. This can be very useful for live performance, to bring layers
of sound in and out quickly. When you save a Setup, the mute and solo statuses of the Zones
are stored along with the rest of the parameters, and when you recall the Setup, those statuses
are automatically enabled. So, you could call up a Setup that has one Zone Soloed, and
instantly add instruments by turning off Solo. Or you can select a Setup that has one or more
muted Zones, and un-mute them as you play.

Destination

This determines whether the currently selected Zone transmits only to the K2500 (Local), gets
sent only via MIDI (MIDI), controls both the K2500 and connected MIDI instruments
(Local+MIDI), or is disabled (Off). Setting Destination to "Off" turns the Zone off completely;
no MIDI data will be sent and no local program will sound.

MIDI Bank Mode

The MIDI Bank Mode you choose determines how bank numbers will be sent over MIDI when
the Setup is selected, and in what format. It also affects how many MIDI banks you can choose.

None means no bank number is sent, just the program number. Ctl 0 means that the bank number
is sent as a MIDI Controller #0 message. Ctl 32 means it is sent as MIDI Controller #32. Ctl 0/32
means it is sent as a dual-controller (two-byte) message, with the MSB of the bank number sent as
Controller #0 and the LSB as Controller #32. Single-byte Bank Select messages (either 0 or 32) allow
you to specify banks numbered 0-127. Two-byte messages allow you to specify banks numbered 0-
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16,383. With 128 programs per bank, this allows you to access 2,097,152 different programs on one
instrument.

The MIDI Specification is a little ambiguous when it comes to Bank Select messages, as to
whether they should be only Controller 0, only Controller 32, or both Controllers sent as a pair.
Different manufacturers design their instruments to respond to different schemes, and if you
send Bank Select in a form an instrument doesn’t like, it may ignore it or interpret it incorrectly.
This K2500 parameter is designed to allow the greatest flexibility in addressing other MIDI
instruments. Usually you can look on the MIDI Implementation chart in the user’s manual of
an instrument to determine how it likes to receive Bank Select messages, and then set this
parameter for each Zone to suit the instrument that is receiving data from it. The default
setting, which will work with the largest number of other instruments, is Ctl 32.

There are two other options, which will be of special interest to owners of other Kurzweil
instruments. The K2000 Bank mode is designed to work with the K2000 or the K2500. The Bank
Select message is sent as Controller #32, with a value between 0 and 9. Remember, the K2000
and K2500 only support 10 banks and 99 programs per bank, so Program Changes 100 or
higher are sent as Bank Select 1, followed by the last two digits as a Program Change. For
example, if Program 124 is assigned to the Zone, this will be sent out the MIDI jack as Bank
Select (Controller #32) 1, and then Program Change 24.

K1000 is used with any of the 1200-series keyboards or modules, or any of the 1000-series
instruments that have version 5 software installed. Those instruments pre-date the adoption of
standard Bank Select messages; instead, they use Program Changes 100-109 as Bank Selects. If
you select Bank 5: Program 42 for a K2500 Zone, for example, it will send out Program Change
105 followed by Program Change 42. K2500 program numbers over 99 are not sent.

Entry Program Change (EntryProgChg)

This enables or disables bank and program change commands sent to internal programs or to
the MIDI Out jack when you select setups. If it’s set to On, then the program numbers for the
programs in the eight Zones will be sent via MIDI when a setup is selected. By setting this
parameter to Off, you can select a setup on the K2500, without changing the internal programs
or those on MIDI devices receiving from the K2500. This is useful if you want to send only
controller data to the K2500 or to MIDI devices, without changing program assignments.

Zone Arpeggiation (ZoneArpeg)

Zone Arpeggiation determines whether the Arpeggiator will play notes in the selected Zone.
Turning some Zones On and not others means that some programs will be Arpeggiated and

some will not. If all Zone Enables are Off, then the Arpeggiator won't transmit to the current
Zone.

The notes that are generated by the Arpeggiator are restricted in each Zone to that Zone’s Key
Range. If the Arpeggiator, for example, tries to play a C#4 in a Zone, but that Zone’s Key Range
ends at C4, the note will not sound. However, another Zone whose Key Range ends at C5 will
be able to play the C#4 from the Arpeggiator. Therefore, setting a Zone’s Key Range can be
important in deciding how it will respond to the Arpeggiator. (A separate Key Range, found on
the ARPEG page, defines which notes the Arpeggiator will recognize.)
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The Key/Velocity (KEY/VEL) Page

The Key / Velocity page allows you to set key range, velocity range, transposition, and Note
Maps for each Zone.

5 L DE

Loke4: Transrose: B5T
Hiked: Hotemar :Linear
Lle]lScale @ laax
LqUel:% Dellffseti@
. (= . K
EEHD  Mmore

PARAMETER RANGE OF VALUES DEFAULT
LOW KEY C-1to G9 c-1
HIGH KEY C-1to G9 G9
TRANSPOSE -128 to +127 semitones 0 semitones
NOTE MAP Note Map list Linear
LOW VELOCITY 1-127 1
HIGH VELOCITY 1-127 127
VELOCITY SCALE +300% 100%
VELOCITY OFFSET -128to +127 0
VELOCITY CURVE Velocity Curve List Linear

Low Key (LoKey), High Key (HiKey)

The LoKey and HiKey parameters define the note range of the currently selected Zone. The
easiest way to change these values is to press the SetRng soft button, which you can access by
pressing either of the more soft buttons. You'll be prompted to trigger the notes you want to be
the lowest and highest notes for the Zone. When you do, you'll return to the Setup Editor page,
and the notes you triggered will be reflected in the values for LoKey and HiKey. They'll also be
represented by the lines beneath the program names in the box at the left of the Setup mode
page. You can set these values with normal data entry methods as well.

You can create “negative” ranges as well. To do this, select the HiKey parameter and set its
limit lower than the LoKey limit. This results in the Zone being active at the top and bottom of
the keyboard, but being silent in the range between the two limits. This lets you create a layer
with a “hole” in the middle, which you can then fill with a different sound on another Zone
(either an internal or on an external program).

Note that using the SetRng soft button won't allow you to create a negative range, since it
always defines the higher keystrike as the HiKey value. If you want to set HiKey lower than
LoKey (or vice versa), use a normal data entry method. Unfortunately Intuitive Entry is not a
good way to set note ranges (see the discussion on Intuitive Entry in Chapter 3).

The limits of MIDI are C-1 to G9. The untransposed 88-key range is A0 to C8. The untransposed
76-key range is E1 to G7.

Transpose

This changes the pitch of the Zone, without changing its position on the keyboard. It changes
the MIDI note numbers generated by the keys in the Zone, without physically shifting the
Zone. The range is 127 semitones. Since there are 12 semitones (or half steps) to an octave, you
can transpose up or down over ten octaves. If you transpose out of the range of the active voice,
however, no notes will sound; MIDI note numbers will transmit, but notes will not.
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Note Map

Note Map lets you change the way notes are sent from the K2500. The default setting is Linear:
all notes go out as played. Moving decrementally takes you to Off: no notes are sent, but
controllers and other non-note data are.

Next comes Inverse, which turns the keyboard upside-down, with the highest key being A 0
and the lowest C 9. If you set Note Map to Constant, all of the keys on the keyboard will play
the same note. The note defaults to C4, but you can change this with the Transpose parameter.
This comes in handy when you're laying a ride cymbal over a bass, or a wood block over a
flute.

Next are the alternating Note Maps, which let you divide the keyboard up in some unique
ways. If you are using two or more MIDI devices (including the K2500), you can expand
polyphony by assigning each Zone to a different alternating Note Map. For example, if you
have two K2500s, you can assign two Zones to each play the same program on a different
K2500, thereby doubling polyphony.

To split a Zone into one of two alternating Note Maps, set Note Map to "1 of 2"; now the Zone
plays on every second key, starting on C, but won’t play on any other keys. Set another Zone to
"2 of 2", and this Zone will play on every second key, starting on C#, thus covering the
remaining keys.

Three- and four-zone alternating Note Maps work the same way, but cause each Zone to play
only on every third and every fourth key, respectively.

White and Black allow you to compensate for the differing velocity responses of white versus
black keys on some keyboards. By choosing White for one Zone and Black for another, you can
modify velocity curves and limits independently for the white and black keys.
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Velocity Scale (VelScale)

This lets you amplify or diminish velocity response. Normal response is “100%”. Higher values
make the keyboard more sensitive (you don’t need to play as hard to get higher MIDI
velocities) while lower values make it less sensitive (playing harder doesn’t change MIDI
velocity as much). You can also set the scale to a negative number, in which case the velocity
response is turned upside-down: playing harder produces a softer sound and vice versa. See
the following section on Velocity Offset for ideas about negative scaling. A neat thing to try is to
set up two Zones with opposite scale factors so that key velocity acts as a crossfade between the
two sounds. Maximum scale values are +300% and -300%.

The illustration that follows shows what happens when you change Velocity Scale. Note that
Velocity Scale is the only parameter changed in this example; the other parameters are set to
their defaults (offset = 0, curve = linear, min = 1, max = 127).

127 S ———— .
— Velocity Scale: 100%

/ as you strike the keys harder (increase the
/ velocity) MIDI velocity increases proportionally

/ - — — — Velocity Scale: 200%

MIDI velocity reaches maximum on
/ medium strike velocity

64 / L
/ B Velocity Scale: 50%

MIDI velocity never reaches maximum, even on
maximum strike velocity

127

64
Strike Velocity

Velocity Offset

VelOffset also changes the response, but in a more direct way, by adding or subtracting a
constant to the key velocity. For example, if this is set to 25 (assuming a scale of 100%), then 25
is added to the velocity of every keystroke, usually making the sound that much louder. The
softest possible keystroke will have a value of 25, while a keystroke with velocity of 102 will
produce the same sound as a note with velocity 127 (102+25=127). Negative values diminish
the response: a setting of -25 means the loudest velocity available will be 102, while any
keystroke 25 or below will produce a velocity of 1 (a velocity value of zero has a special
meaning in MIDI and cannot be used for note-ons).
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MIDI Velocity

MIDI Velocity

You can think of Scale as being a proportional change to the velocity, while Offset is a linear
change. The maximum values for Offset are +127. The illustration below shows the effects of
Velocity Offset. Note that Velocity Offset is the only parameter changed in this example; the
other parameters are set to their defaults (scale = 100%, curve = linear, min = 1, max = 127).

127,

Velocity Offset: +64

low velocity keystrikes produce
medium MIDI velocity and greater

64 .
....... Velocity Offset: -64
. low velocity keystrikes result in MIDI velocity of 1;
LS maximum MIDI velocity reduced
0
Strike Velocity

Offset and Scale work together. If scaling takes the velocity out of the ballpark — for example,
you want to set it to 300% but that puts all of your notes at maximum velocity — using a
negative offset, say around -60, can make it possible to still play at different volumes, although
your curve will still be a lot steeper than normal. If you use a negative scaling, then you must
use an offset: otherwise all of your velocities will end up as zeroes (well, ones actually, since a
MIDI note-on with velocity zero is something else). So to get true inverse scaling (that is, minus
100%), you must set an offset of 127 to get the full range of velocities. Setting the offset to 127
and the scale to -100% produces a slope like this:

127,

o
g

0
64 127
Strike Velocity
Note that Offset and Scale only affect MIDI velocities; that is, these parameters don’t change
Velocity Tracking in the programs themselves. Therefore, some programs (such as organ
sounds, which often have low VelTrk values) may respond only subtly to Offset and Scale, or
not at all.
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Velocity Curve (VelCurve)

VelCurve lets you taper the velocity response. The default setting is Linear, which means that
the output velocity changes directly proportionally to the played velocity. Expand sets the
taper such that a “dip” occurs as the velocity increases from 1 to 64: the change in response is
slower than normal as you approach the velocity midpoint, and then increases faster than
normal as you play harder.

Compress sets the taper such that there is a “bulge” as the velocity increases from 1 to 64. If you
start playing softly, and then progressively louder, the response will increase more quickly than
normal until you reach the middle of the velocity range. If you keep playing harder, the sound
will continue to get louder, but the increase will be less than it would be normally.

Crossfade (Xfade) is designed to be used in tandem with the Reverse Crossfade curve,
enabling you to perform smooth crossfades between different programs.

Bump tapers velocity response to resemble a bell-curve, making its response greatest at
medium strike velocity, and progressively weaker as strike velocity increases or diminishes. If
you start playing softly, then progressively louder, the response will increase from 1 to 64; if
you keep playing harder, the sound will get softer.

127, [ . )
Velocity Curve: Linear

-~ ' as you hit the keys harder (increase the
! velocity) MIDI velocity increases proportionally

7 . - — — — Velocity Curve: Compress
4 ! MIDI velocity is greater at
/ . medium strike velocity than with Linear curve
64 / .
e Velocity Curve: Expand

/ . MIDI velocity is less at
medium strike velocity than with Linear curve

127

64
Strike Velocity
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127, —_ .-
< N oL — \Velocity Curve: Linear
/ §' as you hit the keys harder (increase the
/ AN velocity) MIDI velocity increases proportionally
/ ! ,
| ) \ - — — — Velocity Curve: Bump
! MIDI velocity is greatest at

| : | medium strike velocity

64 | / |
L e Velocity Curve: Crossfade
| ' | Below medium strike velocity, MIDI velocity is less
than with Linear curve; above medium strike velocity,
MIDI velocity is greater than with Linear curve

MIDI Velocity

Strike Velocity

The next five velocity curves are Reverse Linear (revrsLin), Reverse Expand (revrsExp),
Reverse Compress (revrsCmp), Reverse Crossfade (revrsXfd), and Reverse Bump
(revrsBmp). These taper velocity in reverse of the five curves we just covered. For example,
Reverse Linear’s response is such that striking a key harder will produce a lower volume,
striking it softer will produce a higher volume, and so on. This provides a convenient way to
achieve negative scaling, by letting you set one parameter instead of two.

127, .. - , .
— \Velocity Curve: Reverse Linear

as you hit the keys harder (increase the
velocity) MIDI velocity decreases proportionally

- — — — \Velocity Curve: Reverse Bump
MIDI velocity is lowest at medium strike velocity

------- Velocity Curve: Reverse Crossfade
Below medium strike velocity, MIDI velocity is greater
than with Reverse Linear curve; above medium strike
velocity, MIDI velocity is less than with Reverse Linear
curve

MIDI Velocity
(o]
N

0
64 127

Strike Velocity
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Low Velocity (LoVel), HighVelocity (HiVel)

LoVel and HiVel set minimum and maximum velocity limits that the Zone will transmit.. A
keystroke whose velocity — after it has been scaled and offset — is below the minimum will not
make a sound in the Zone. Similarly, a keystroke whose velocity after processing is above the
maximum will not play the Zone. These parameters are useful for “velocity switching” —
having a note play different sounds depending on how hard you strike it.

The values can be anywhere from 1 to 127. As with other parameters, Zones can overlap or be
totally discrete, or be identical. Usually, LoVel will have a smaller value than HiVel, but as with
LoKey and HiKey, you may also create a gap in velocity response, by setting negative ranges
for velocity.

127
> ; . .
s ¢©  s===-- Velocity Min: 1, Max: 64
o no MIDI velocity is transmitted when you strike
g keys with medium velocity or greater
—Z 64 .
aQ .’
= L’
0
64 127
Strike Velocity
127 ,
7/
/

- /

£ 4 - — — — \Velocity Min: 64, Max: 127
o / MIDI velocity isn’t produced unless you strike keys

(] / with velocity of medium or greater

2 64 ,

a

=

0
64 127

Strike Velocity
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The Pan/Volume (PAN/VOL) Page

By changing the parameters on this page, you can define how each Zone sends MIDI volume
and pan messages.

Entryllaolume: EntryPan: None
Exitlolume iMone ExitFPan 164

<more WCH-PRERKEYLE EEND  Mmotre

PARAMETER RANGE OF VALUES DEFAULT
ENTRY VOLUME None, 0-127 127

EXIT VOLUME None, 0-127 None
ENTRY PAN None, 0-127 None
EXIT PAN None, 0-127 64

Entry Volume, Exit Volume

Entry Volume enables you to control the initial MIDI volume setting for each Zone of the
current setup. When you select a setup in Setup mode, the K2500 sends MIDI volume control
(MIDI Controller 07) messages on each of the setup’s MIDI channels, according to the value of
Entry Volume. This sets the starting volume level for each Zone, for any value other than
"None". Subsequent MIDI volume control signals sent to the setup’s MIDI channels will affect
the volume normally.

When you exit the current setup, Exit Volume sends another MIDI Controller 07 message.

The setting of the "Volume Lock" parameter on the MIDI mode CHANNELS page (see Chapter
10) determines whether this parameter will have any effect.

Entry Pan, Exit Pan

You can set entry and exit values for Pan as well. When you select a setup, the K2500 sends a
MIDI pan control (MIDI Controller 10) message on each MIDI Channel in each Zone; another
MIDI pan control message is sent when you exit the setup. The Entry and Exit values for Pan
are the same as those for Volume. There is also a "Pan Lock" parameter on the MIDI mode
CHANNELS page, which overrides the Setup Editor’s Pan settings.

If you are trying to set the Pan and the program doesn't seem to be responding, you should
check the Mode parameter, found on the Output page in the Program editor. If it is set to Fixed,
then it is ignoring the MIDI Pan message; setting Mode to "+MIDI" will allow you to control the
program’s panning from the Setup Editor.

Most programs will respond to pan messages on the next keystrike. This means that if you
hold a note and change the pan, the note will stay at its current position until you strike it
again. However, a K2500 program that uses the PANNER algorithm will respond to real-time
pan adjustments as well.
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The BEND Page

The parameters on the BEND page define the bend ranges for each of the three types of pitch
bend messages the K2500 can respond to.

BendRande (ST HoxEBendllde 21257
BendRande ot ik HuoxEBendlDwn: 125T
AuxBendz2REnd: 25T

< more MLH-FRUOEEEVUELFHNUOLEEEMNL  Wma-e

PARAMETER RANGE OF VALUES DEFAULT
BEND RANGE (semitones) Prog, 0-60 semitones Prog

BEND RANGE (cents) +100 cents 0 cents

AUX BEND 1 UP 0-60 semitones 12 semitones
AUX BEND 1 DOWN 0-60 semitones 12 semitones
AUX BEND 2 RANGE 0-60 semitones 2 semitones

Bend Range (semitones) and Bend Range (cents)

Bend Range (semitones) sends a bend range message to an internal program or a MIDI device,
telling it how to define subsequent pitch bend messages. Some programs may behave strangely
when you change the Bend Range value, because they use FUNs (see Chapter 16) or DSP
Functions (see Chapter 14) to affect the pitch wheel. You should either set the value of Bend
Range to "Prog", or edit the program itself.

Bend Range (cents) lets you fine-tune the value for Bend Range (semitones). 100 cents equals
one semitone, or one half-step; you can set this parameter anywhere between +100 cents.

Bend Range, in both semitones and cents, affects the "BendUp" Destination for physical
controllers. Physical controllers assigned to "BendDwn" will use the same range, but will bend
notes in the opposite direction. You can assign the Destination of any physical controller to
BendUp or BendDwn. To keep things simple though, you will normally want to use BendUp
as a Pitch Wheel destination and use Aux Bend 1 and Aux Bend 2 for other controllers, such as
the Large and Small Ribbons.

Keep in mind that not all MIDI devices respond to Bend Range messages. The K2500 and the
PC88 do support these messages, but with many older MIDI instruments (like the K2000 and
K1000), you must set bend ranges on the devices themselves.

Aux Bend 1Up and Aux Bend 1 Down

Like Bend Range, Aux Bend 1 defines the range for Pitch Bend messages, but does so for those
physical controllers sent to MIDI Controller 21. You define both an upward value (Aux Bend 1
Up) and a downward value (Aux Bend 1 Down). This means that you can set different values
for upward and downward pitch-shifting. For example, by setting AuxBend1 Up to 2ST and
AuxBend1Dwn to -12ST, you can assign the Pitch Wheel in a guitar sound to Aux Bend 1, then
use the wheel to create both vibrato and whammy bar effects, depending on the Pitch Wheel’s
position.

In most factory setups, Aux Bend 1is assigned to the Large Ribbon.

7-17



Setup Mode and the Setup Editor
The BEND Page

Aux Bend 2 Range

The K2500 allows you to specify a third pitch bend range; this is called Aux Bend 2, and it
defines the range for MIDI Controller 15 messages. You can only set one range for both upward

and downward pitch bending.

In most factory setups, Aux Bend 2 is assigned to the Small Ribbon.
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Controllers

Controller editing is one of the strongest aspects of the K2500’s usefulness as the main
controller for a sophisticated MIDI studio. In this section, we'll talk about two different types of
“controllers” as they apply to the K2500. One is the physical controllers: the wheels, buttons,
pedals, etc. that you move with your fingers or feet. The other is MIDI Controllers, which are
MIDI commands sent by the K2500. For our purposes, “MIDI Controllers” includes the
complete set of Controllers defined by the MIDI Specification, as well as pitchbend, aftertouch,
and a few other useful MIDI commands. To fend off confusion, we’ll refer to the K2500’s
physical controllers with a lower-case “c”, and MIDI Controllers with an upper-case “C”.

Any of the physical controllers, in any of the Zones, can take on the identity of any MIDI
Controllers. In addition, each controller in each Zone can be tweaked just like keyboard
velocity (or any other Setup Mode parameter). You see that controller editing on the K2500 can
be very complex, but also very rewarding.

To get an idea of the expressive capabilities of Setup Mode, explore the preset setups that come
with the K2500. Refer to the list of setups in Chapter 2 of the Reference Guide to see how the
various sliders, wheels, buttons and ribbons function in each setup. You will discover many
powerful ways to change your sounds in real time.

The K2500’s physical controllers include:

the eight sliders (A, B, C, D, E, E, G, H) in the Assignable Controllers section

the two Continuous Control Pedal jacks (CCPedal 1 and CC Pedal 2)

the Large Ribbon, which you can define as a one- or three-section controller

the Small Ribbon, which responds to both finger position and pressure

the pitch wheel

the modulation wheel (Mod Wheel)

keyboard aftertouch, or Mono Pressure (MPress)

the Breath Controller jack. Connecting a Breath Controller to this disables CCPedal 2
the two Panel Switches, located above the Pitch and Mod Wheels

the four Footswitch pedal jacks (1, 2, 3, and 4)

The tables and illustration which follow provide an overview of the physical controllers and
their parameters.
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Continuous Controllers

Physical Setup ,
Controller Editor Page Parameter:Values
SlidersA, B, C,D, | SLID, SLID/2 | Destination: None, 0 - 127, Pitch Up/Down, Pressure,
E,FGH Tempo, special functions
Scale: -300% to 300%
Add: -128to 127
Curve: Linear, Expand, Compress, Crossfade, Bump,
Reverse Linear, Reverse Expand, Reverse Compress,
Reverse Crossfade, Reverse Bump
Entry Value: None, 0 - 127
Exit Value: None, 0 - 127

CPedals1 & 2 CPEDAL (same as Siders)

Small Ribbonand | RIBBON (same as Siders)

Large Ribbon

Pitch Whedl and WHEEL (same as Siders)

Mod Wheel

MPressure PRESS (same as Siders)

Switch Controllers
Physical Setup ,

Controller Editor Page Parameter:Values
Footswitches 1,2, | FOOTSW SwType: Toggle, Momentary, Note Toggle, Note Momen-
3,and4 tary

Destination: None, 0 - 127, Pitch Up/Down, Pressure,
Tempo, special functions
OnValue: None, 0 - 127
Off Value: None, 0 - 127
Entry Value: None, Off, On
Exit Value: None, Off, On
Panel Switches 1 SWITCH (same as Footswitches)
and 2
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Panel
Switches

Controllers

Programmable Sliders Footswitch Pedals Breath Controller
Continuous
Control Pedals

Pitch Wheel
Mod Wheel

Small Ribbon

i g0z T
= T T

Large Ribbon

After you've selected which Zone and which physical controller to work with, use the
Destination parameter to choose what this controller will do. Some of the controllers have
default settings that are pre-programmed in all of the factory Setups (of course, you can change
them). You can select from the entire list of numbered MIDI controllers, as well as other MIDI
commands and some “special functions”. To move through the list, you can use the Alpha
wheel, or Intuitive Entry with any continuous controller, or call up the Controller’s number
with the numeric keypad.

The MIDI Control Source List

Here are the common Destinations, or “targets” for each controller, in scrolling order:

MIDI
Controller Destination Description
Number

0 Off Turns physical controller off

1 MWheel Default Assignment for Mod Wheel

2 Breath Default Assignment for CC Pedal 2

3 MIDI 03

4 Foot Default Assignment for CC Pedal 1

5 PortTim Monophonic K2500 programs respond to this control-
ler if portamento is turned on

6 Data Many K2500 programs respond to this controller with DSP
sweeps and effects

7 Volume MIDI Volume
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MIDI
Controller Destination Description
Number
8 Balance MIDI Balance
9 MIDI 09
10 Pan MIDI Pan—programs which use the PANNER algo-
rithm will respond to real-time pan adjustments; all
other programs will respond on the next note start
11 Express MIDI Expression—an attenuator for fading in and out
12-14 MIDI 12-14 MIDI Controls #12-14
15 Aux Bend 2 Default Destination for Small Ribbon
16 Ctl A
17 Ctl B
18 ctlC
19 CtlD
20 MIDI 20
21 Aux Bend 1 Default Destination for Large Ribbon
22-31 MIDI 22-31 MIDI Controls #22-31

Special Function Controllers
When you enter numbers 32—38 on the numeric keypad, you select one of the K2500's Special Func-
tions. Entering 39-63 sets a physical controller’s Destination to Off.

32 MPress Default Destination for Press and Small Ribbon Pressure
(SmPrs)

33 BendUp Default Destination for Pitch Wheel

34 BendDwn Physical controllers bend in opposite direction of BendUp

35 Tempo MIDI Clock tempo

36 MuteZn Mute current Zone

37 KeyNum Key Number—sends a MIDI note with a vel ocity defined by
the last value for KeyVel

38 KeyVel Key Velocity

39-63 Off Turns physical controllers off

64 Sustain Default Destination for Footswitch 1

65 PortSw Monophonic K2500 programs respond to this control-
ler if portamento isturned on

66 SostPd Default Destination for Footswitch 2-holds notes that are
currently down, but not notes played subsequently

67 SoftPd Default Destination for Footswitch 3—lowers the volume
by a pre-set amount and may soften the timbre as well

68 LegatoSw Forces mono playback

69 FrezPd Envelopes freeze at current state
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MIDI
Controller Destination Description
Number
70-79 MIDI 70-79 MIDI Controls #70-79
80 CtlE
81 CilF
82 Ctl G
83 CtlH
84-90 MIDI 84-90 MIDI Controls #34-90
91 FX Depth Controls wet/dry mix of effects
92-95 MIDI 92-95 MIDI Controls #9295
96 Datalnc Data Increment
97 DataDec Data Decrement
98-101 MIDI 98-101 MIDI Controls#98-101
102 Play/Stp Alternately starts and stops sequencer playback
103 Rec/Stop Alternately starts and stops sequencer recording
104115 MIDI 104-115 MIDI Controls #104-115
116 ArpSw Arpeggiator On/Off
117 ArpVe Arpeggiator Velocity
118 Latch2 Arpeggiator Latch 2
119 ArpLatch Arpeggiator Latch
120 Panic2 Sends “all notes off”/“reset al controllers’ message
121 MIDI 121 Resets al controllers
122 Off Turns physical controller off
123 Panic Sends “all notes off” message
124, 125 MIDI 124, 125 MIDI Controls#124 and #125
126 Mono On
127 Poly On
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Continuous Controller Parameters

The continuous (physical) controllers are those that have a range of values: the two wheels, two ribbons,
eight sliders, two Continuous Control pedals, and mono pressure (aftertouch). As the table on page 7-20
shows, all of them use the same parameters. Each parameter’s function is described below.

Destination (Dest)

Scale

Use this parameter to select a Destination from the MIDI Control Source List (see page 7-21).

After you've selected a continuous physical controller, you can modify the controller’s
response similarly to the ways you can modify velocity response. Refer to the graphs beginning
on page 7-11 for illustrations of the velocity scaling parameters.

Scale lets you amplify or diminish the action of the controller. Full scale is 100%. Higher values
will make the controller more sensitive, and lower values will make it less so. Setting the scale
to a negative number makes the controller action work in reverse. As with velocity, you can use
a controller to crossfade between two Zones by setting the scaling for one Zone positive and the
other negative. Maximum scale values are +300% and -300%.

Offset (Add)

This adds or subtracts a constant to the controller, and at the same time sets minimum or
maximum values (there’s no need for separate Max and Min parameters). If the offset is 25, the
minimum value of the controller will be 25. If it is -25 (and scale is 100%) the first one-fifth of
the controller’s movement (25/127 = about 1/5) will send value of 0, and the maximum value
of the controller will be 102 (= 127-25). As with velocity, Scale is a proportional change to the
controller, while Offset is a linear change. The maximum values for Offset are +127.

Curve (Curv)

This lets you taper the controller response. The default setting is Linear, which means that the
response follows a straight line as you move the controller.Expand tapers the curve such that a
“dip” occurs as the response increases from 1 to 64: the response is less than normal as you
approach the controller’s midpoint, and then increases faster than normal as you move higher.

Compress sets the taper such that a “bulge” occurs as the response increases. As you move the
controller up from the bottom of its travel, the output will increase faster than normal until you
reach its midpoint, at which point it will start to increase slower than it would normally.

Crossfade (Xfade) is designed to be used in tandem with the Reverse Crossfade curve, enabling
you to perform smooth crossfades between different programs.

Bump resembles a bell-curve; controller response will be greatest (127) at its midpoint, and will
decrease as you approach the top or bottom of the controller’s travel.

The next five curves are Reverse Linear (rLin), Reverse Expand (tExp), Reverse Compress
(rCmp), Reverse Crossfade (rXfd), and Reverse Bump (rBmp). These taper controller response
in reverse of the first five curves. For example, Reverse Linear’s response is such that moving
the pitch wheel forward decrease pitch, moving it back will increase pitch, and so on. As with
velocity, the reverse curves for offer you a quick way to achieve negative scaling of physical
controller response.
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To get an idea of how these curves affect controller response, refer to the Velocity Curve charts,
which begin on page 7-14.

Entry (Ent) and Exit Values

Entry value allows you to specify an initial value for a controller in a Setup that will be sent
whenever you select that Setup. For example, if you want to make sure that all of the
modulation in a Zone is turned off when you select a Setup, assign MIDI Controller 1 to a
physical controller and set its Entry Value to 0.

Entry values ignore the current position of the physical controller when the Setup is selected. In
fact, if the physical controller is above or below the Entry Value when the Setup is selected
(which it often is), moving the controller will have no effect until it is past its entry value. In the
modulation example, moving the assigned controller won't turn on any modulation until it’s
pushed all the way down, and then up again.

An Entry Value of None is quite different from a value of “0”. “None” means that there will be
no initial controller command when the Setup is selected, and any subsequent movement of the
physical controller will be effective. (The position of the physical controller when the Setup is
first selected, however, is still ignored.)

Exit Value tells the K2500 to send a value for that controller whenever you leave the Setup,
either by selecting another Setup or by selecting a different mode altogether. It can be very
useful when a controller is doing something special to the sound which you don’t want to
continue after you leave the Setup. For example, if you want to make sure a Zone’s pitch
returns to normal whenever you leave a Setup, you would give an Exit Value of 64 to any
controller whose Destination is BendUp. Again, “None” means no command is sent.

The SLIDER and SLID/2 Pages

You can assign each of the K2500’s eight programmable sliders to a destination on each of the
eight Zones. Or, you can assign any combination of sliders to the same Zone, allowing you
tremendous flexibility. For example, you can assign Sliders A and B to modulate pitch and
volume on Zone 1, then assign Slider C to control panning on Zones 2, 3, and 4.

The Slider button gives you access to sliders A-D. If you want to use the other four sliders, you
will find them on the Slider 2 page.

7-25



Setup Mode and the Setup Editor

The Continuous Control Pedal (CPEDAL) Page

Take a look at the various parameters. Since all the continuous controllers work in a similar
manner, you will find these same parameters on the CPEDAL, RIBBON, WHEEL, and PRESS

pages.
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PARAMETER RANGE OF VALUES DEFAULT
DESTINATION MIDI Control Source List Off
SCALE +300% 100%
ADD -128 to +127 0

CURVE Curve List (See Text) Lin
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None

The Continuous Control Pedal (CPEDAL) Page

If you look at the back of the instrument, you will see that there are jacks for plugging in 2 CC
(Continuous Control) pedals. There is also a jack labeled "Breath Controller"; plugging a Breath
Controller into this will disable CCPedal 2.

: Scaleildd: CorviEnt: Exit:
CPedl: 18685 A Lin Horne None
CFPedZ: Brea 1865 A Lin Horne MNone
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PARAMETER RANGE OF VALUES DEFAULT
DESTINATION-CPed1 MIDI Control Source List Off
DESTINATION-CPed?2 MIDI Control Source List Breath
SCALE +300% 100%
ADD -128to +127 0

CURVE Curve List (See Text) Lin
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None

The RIBBON Page

The Ribbon page lets you define controller assignments for the K2500’s two ribbon controllers.
Each ribbon senses movement when you press on it and move your finger left or right; this
creates numerous possibilities for controlling pitch, volume, panning, crossfades between
zones, and other uses you might imagine.

As we mentioned earlier, the Large Ribbon can be used as a single long controller, or it can be
divided into three separate sections, each with its own controller assignments. These sections
are indicated by the two smaller arrows above the strip. There is also a larger arrow directly in
the center to give you a visual indication of the center point when you are using the ribbon as
one long strip.

The Small Ribbon, located below the wheels, is both pressure and movement sensitive, so it
will respond to both finger position and pressure. You can program the Small Ribbon to send
the same controller message for both pressure and movement, or different messages for each.
To see how this works, set the Destination of SmRib to control pitch, while SmPrs controls
volume or filtering.
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To modify other ribbon parameters, go to the RIBCFG page, which is described on page 7-39.

_ uruiEnts Exl
SmEib: Lin MNone MNone
SmPrs: Lin MNone MNone
LaRib: Lin Mone MNone

PARAMETER RANGE OF VALUES DEFAULT
DESTINATION MIDI Control Source List Off
SCALE +300% 100%
ADD -128 to +127 0

CURVE Curve List (See Text) Lin
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None

The WHEEL Page

The two wheels are typical of what is found on many keyboards. The left one is normally used
for pitch bend and springs back to center, while the right wheel is normally used as a standard
mod wheel.

L Sl ane

Nest.: Scaleildd: CorviERt: Exit:
Plllh]l = 186% A Exk HMHorne MNone
Mkl = 186% A Lin Horne HNone

<more ME1EELMNEWHEEL WSl CHEFRESS Wmare

PARAMETER RANGE OF VALUES DEFAULT
DESTINATION MIDI Control Source List Off
SCALE +300% 100%
ADD -128 to +127 0

CURVE Curve list Lin
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None
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The Pressure (PRESS) Page

The K2500 features mono pressure, commonly called "aftertouch” on some other keyboards.

A word about pressure. Key Range in a Zone does not define which notes will generate
pressure in that Zone. If pressure is enabled in a Zone, playing with aftertouch anywhere on the
keyboard will produce data. For example, if Zone 1’s Key Range is C3-C5 and you play C2 and
push down on the note, pressure messages will be sent from Zone 1. As with any other physical
controller, however, you can disable pressure in any Zone, or scale it or offset it differently in
the various Zones. It might help to think of pressure as an "extra wheel" — wheels operate in a
Zone regardless of Key Range, and so does pressure.

5 L DE

i Hdd: CurwiEnt: Exit:
5 Exk Horne MNone

<more Mk 1EELMEWHEEL WLl LHEFRESS MWna-e

PARAMETER RANGE OF VALUES DEFAULT
DESTINATION MIDI Control Source List Off
SCALE +300% 100%
ADD -128to +127 0

CURVE Curve List (See Text) Lin
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None
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Switch Controller Parameters

Switch (physical) controllers have only two states: on and off. The K2500 switch controllers are:

Panel Switches 1 and 2 (PSw1 and PSw2)
Footswitch Pedals 1, 2, 3, and 4 (FtSw1, FtSw2, FtSw3, and FtSw4)

Note that buttons 1-8 above the sliders are dedicated to Zone status and muting, as well as
sequencer muting, and are nof assignable controllers.

Switch Type (SwType)

The parameters for Switch controllers are slightly different from those for continuous
controllers. The first parameter is Switch Type (SwType). The choices available are Momentary
in which a switch’s action lasts only as long as you are pushing it, and Toggle, in which the
switch’s action lasts until you press it again. You can also assign the switch controller to send a
note, using Note Momentary and Note Toggle.

The Momentary mode is used for functions like sustain or portamento, while the Toggle mode
is used for functions such as arpeggiator on/off. The buttons show which mode they are in by
the behavior of their lights: if a button is in Momentary mode, its light glows only as long as
you are holding it, while if it is in Toggle mode, the light stays on until you press it again. Bear
in mind that button assignments are independent per zone, and since there’s just a single light
per button, the light only shows the state of the button for the current zone. When you press
the button, however, it executes its assignments for all Zones which use that button.

Destination

Destination determines what MIDI Controller or other message will be sent when the switch is
“on” — either pressed or toggled the first time. The list of available controllers on page 7-21 is
the same as for the continuous controllers, and can be accessed the same way.

If you set SwType to Note Momentary or Note Toggle, the values for Destination change to
display MIDI note values. This can be pretty interesting if you want to do some unusual things
with the switch controllers. For example, choose a drum program for the current Zone, then set
the destination of Footswitch 1 to Note Momentary. Now set the value of Destination to a key
with a kick drum or a closed hi-hat sound, and impress your drummer friends. Or, you could
set SwType to Note Toggle and use the Footswitch to start and stop a sampled groove, freeing
up your hands to play a different program.

On Value

On Value sets the value of the Controller when the switch is on. In the case of conventionally-
switched functions, such as sustain, the On Value will be 127. (For example, the default for
Switch Pedal 1 is Controller #64 — Sustain — with an On Value of 127.) However, you might
want to use a button or pedal as a “soft” switch, in which case you might set Destination to 7
(Volume) and On Value to 50. Destination can also be set to “Off”, so that turning on the switch
has no effect at all in this Zone. This can be useful when you are using one switch for multiple
functions in different Zones.

If Switch Type is set to Note Momentary or Note Toggle, the On Value will define the velocity of
the note message that is being sent.
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Off Value

Off Value is the value of the Controller when the switch is off. The default value is 0. You might
want to change this, as in the “soft switch” example above: in order to bring the Zone up to full
volume when you release the pedal, set Off Value to 127.

If Switch Type is set to Note Momentary or Note Toggle, be sure to leave the Off value at 0; this
will send a note off message when you turn the switch off, preventing stuck notes from
occurring.

Entry (Ent) and Exit States

Entry State determines whether an initial setting for the switch will be sent when the Setup is
selected. There are three choices: None (no change), Off (the Off value), and On (the On value).
With a Panel Switch button, if the Entry State is “On”, the button will light as soon as you select
the Setup.

Exit State similarly determines whether a setting for the switch will be sent when you leave the
Setup, either for another Setup or for the Program mode. The same three choices (On, Off, and
None) are available. This is very useful for turning off Sustains when changing Setups.

The Footswitch (FOOTSW) Page

On the back of the instrument, there are four jacks for Footswitch pedals.

Notice in the graphic below that FtSw4 is set to Note M, so the Destination for that parameter
has a MIDI note number for its value.

ffiEnt: Ex:

SuT4yrre: Dest.: Il
K Horne Mone
E Horne Mone
5]

lyH
Ft.Sw]: Sustain 127
FtSw2: SostPd 127
FtSwEE oment. SoftPd 127 Horne Mone

N ST G ST EE M

PARAMETER RANGE OF VALUES DEFAULT
SWITCH TYPE Momentary, Toggle, Moment
Note Momentary, Note Toggle
DESTINATION MIDI Control Source List or  FtSwl: Sustain
C-1to G9 FtSw2: SostPd
FtSw3: SoftPd
FtSw4: Off
ON 0-127 127
OFF 0-127 0
ENTRY VALUE None, 0-127 None
EXIT VALUE None, 0-127 None
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The SWITCH Page

The K2500 keyboard offers two Panel switches, located above the pitch and mod wheels. Each
of these functions exactly like the Footswitches; you can choose between momentary and toggle
switches, or you can use each one to trigger a note.

SwTYPe: Dest.: One: OFffFiEnt: Ex:
FSwl = aOff 127 B Off Off
FSwz = Off 188% 127 @ off Off

<more ME1EELMNEWHEEL WSl CHEFRESS Wnare

PARAMETER RANGE OF VALUES DEFAULT

SWITCH TYPE Momentary, Toggle, Toggle
Note Momentary, Note Toggle

DESTINATION MIDI Control Source List or Off
C-1to G9

ON 0-127 127

OFF 0-127 0

ENTRY VALUE None, 0-127 Off

EXIT VALUE None, 0-127 Off

The COMMON Page

Effect and Song selection for all Zones takes place on the COMMON page. Here, you choose
any one of the K2500’s preset or user-programmed effects. You also choose a song to be current
when you select a setup.

SONES

<more M WLUMMUNEHFFED B LELF Llnoee

PARAMETER RANGE OF VALUES DEFAULT
EFFECT Preset Effects list 1 Sweet Hall
EFFECTS MIX 0% to 100%wet

SONG Song list 0 (None)
EFFECT

This tells the global effects processor which effect to use for the current setup. The values
available for this parameter are the 47 factory preset effects, and any that you program yourself.
It’s not possible to use more than one preset effect per setup (the effects processor can apply
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only one preset effect at a time, even though that preset can combine up to four digital effects).
Changing the effect for one Zone will change it for all Zones.

Note that this parameter will automatically select effects only if the FX Mode parameter on the
Effects mode page is set to "Auto" or "Setup".

Effects Mix (FXMix)

The FXMix parameter lets you set the level of effect from 0% Wet (no effect) to 100% Wet
(maximum). This also affects all Zones. Remember that the programs in the setup must have
their audio output groups set to A (either on the OUTPUT page in the Program Editor or on the
CHANLS page in MIDI mode), and you must use the MIX audio outputs if you want effects
applied to the programs.

Press EDIT while either the Effect or FXMix parameter is highlighted, and you will enter the
Effect editor. Here, you can make and save changes to the current effect . Once you have
finished, press EXIT to return to the Setup Editor.

SONG

You can link each setup to a different song in the K2500’s sequencer. Scroll through the songs in
memory until you find the one you want. If there are no songs in memory, the parameter will
have a value of "0 None". Changing this value will automatically create a song called "1
NewSong". Press EDIT while the SONG parameter is highlighted to use the Song Editor. See
Chapter 12 for more information on the Song Editor’s functions.

Once you select a song, you can save the Setup, and the song is "tied", or linked, with that

===0| setup. Every time you select this setup, pressing the Stop, Play or Record buttons will allow

5o o] you to start and stop both Recording and Playback of the current song. For K2500 rack owners,
pressing the cursor up /down buttons toggles between Play and Pause, without resetting the
Locate point. Pressing the left/right buttons toggles between Start and Stop, resetting Locate to
1:1. These double-button presses will work in Setup mode or in any other mode.

If you are planning to use a particular song with a setup, there are some important things to
keep in mind. First, you should assign the tracks of your song to different MIDI channels than
the Zones of the setup. As we mentioned earlier, no MIDI channel can handle two simultaneous
program changes. Second, set the FX Mode to "Auto" and the FX Channel to "Current" on the
Effects mode page; this way, when you play a song from within Setup mode, you will hear the
effect you chose for that song.

Once you've chosen a song on the COMMON page (and worked out any possible MIDI
problems), you can use Setup mode to do some pretty cool things. If you want to start the song
with a Footswitch, for instance, you can assign the Destination of any Footswitch to the Song
Start Controller (MIDI 102). Because of the nature of this Special Function Controller, set
SwType to Momentary rather than Toggle.

Here’s another great feature: by linking songs with setups, you can select songs from Quick
Access Mode. By assigning different songs to different setups, and then assigning those setups
in one quick access bank, you can select one of up to ten songs with only a single button press.

The Arpeggiator (ARPEG) Page

The Arpeggiator takes input from the K2500 keyboard and turns it into a constant rhythmic
pattern. The speed and nature of the pattern is controllable in real time. It recalls old-time
analog “sequencers” which played a finite series of notes over and over, with changes in the
series dictated by the musician as the instrument played. The power of the Arpeggiator is not
limited to the K2500: it also can control MIDI instruments. The notes produced by the
Arpeggiator in a Zone will go to all of that Zone’s destinations: local, MIDI, or both.
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The concept behind the K2500’s Arpeggiator is fairly simple, although the options are
extensive. You might think of it as a “note processor”, generating complex output from
relatively modest input. You can select any number of notes for the input, and tell the
Arpeggiator to recognize and remember them. This is called “latching” the notes. The
Arpeggiator will then process them by playing them repeatedly, and /or having them fly up
and down the keyboard. You have control over a number of processing parameters: tempo,

velocity, order, duration, transposition, orchestration, and whether the intervals between notes

will be filled in chromatically. You can also tell the Arpeggiator how to deal with new

information coming from the keyboard.

The illustration below shows the processing order the K2500 uses to create arpeggios from your

keyboard input:
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PARAMETER RANGE OF VALUES DEFAULT
ACTIVE On/Off Off
LOW KEY C-1to G9 Cco
HIGH KEY C-1to G9 C#8
LATCH Latch list (Auto, Keys, etc.)  Auto
ORDER Order list (Played, Up, etc.)  Played
BEATS 1/1to 1/384 1/16
TEMPO 1 to 255 Beats/Minute 120 Beats/Minute
NOTE SHIFT +88 semitones 0 semitones
SHIFT LIMIT Oto 88 0
LIMIT OPTION List Reset
GLISSANDO On/Off Off
VELOCITY List Played
DURATION 1% to 100% 75%

Active

The first parameter on the Arpeggiator menu is Active — is the Arpeggiator On or Off? This
can be switched from here, or for convenience in live performance, it can be switched using
MIDI Controller number 116. This can either be assigned to a K2500 physical controller, or
come from an external MIDI source.

Turning Active On will affect Zones whose ZoneArpeg values are also set to "On". By setting
the ZoneArpeg parameter to Off or On in the individual Zones of a setup, you can choose
which Zones will be controlled by the Arpeggiator when it is on.

Low Key (LoKey) and High Key (HiKey)

The Arpeggiator will process notes played on the keyboard within the range of these

parameters. Notes played outside the specified range will not respond to the Arpeggiator’s
settings, but will play normally. Set the LoKey and HiKey parameters using the data entry
wheel or buttons, or by using the SetRng soft button.

Latch

Latch determines how the Arpeggiator will respond to notes played on the keyboard.

Keys means that the Arpeggiator will only play while you are holding down one or more keys.
As you play different notes, they get added to the Arpeggiator, and as you release notes, they
get taken out. The Arpeggiator has a consistent tempo, which is adhered to no matter how fast
or slow you play the keyboard, so some notes may take a little while to speak after you play
them, until the Arpeggiator’s clock catches up. This clock stays constant as long as you are
playing any key, but if you let go of all the keys, then the clock “resyncs” itself, and the
Arpeggiator starts immediately when you play the next key.

In the next three modes, the Arpeggiator is listening to a switch to latch notes on and off. That
switch happens to be MIDI Controller 119, which you can assign to any physical controller.

In Overplay mode, the Arpeggiator will grab (“latch”) any notes that are being held when the
switch goes on, and will continue playing them, even after you let them go, until the switch is
turned off. Any new notes you play on the keyboard will sound normally, and will not be
arpeggiated.

Arpeggiation mode (“Arpeg”) is similar: any notes held when the switch goes on will be
latched and arpeggiated, and keep going until the switch is turned off. Subsequent played
notes will join in the arpeggiation, but will not latch: when you let go of such a note, it will no
longer play in the arpeggiation.
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Add mode means that any note played after the switch goes on will be added to the
Arpeggiator, and will keep playing after you let go of the key, until you shut the switch off. Any
notes you are holding down when you turn the switch on will also be added.

Auto mode doesn't listen to the switch: the Arpeggiator goes on whenever you play a note. The
note is latched on. Play more notes, and they get latched on, too. You don’t have to be holding
notes for them to stay on: as long as you hold down at least one key, every note played is added
to the Arpeggiator. You could have up to 88 notes going at once, if you were so inclined, in
effect giving you a kind of "mini-sequencer".

Pedals mode is a combination of Keys, Add, and Overplay modes. If neither latch controller is
on, notes will arpeggiate only while you are holding down keys (similar to Keys mode). If you
activate Controller 119, the keys currently held down will latch, and any additional keys played
while Controller 119 is on will also latch (similar to Add mode). When Controller 119 is off, any
keys that are not currently held down will be removed from the arpeggiation. If you activate
Controller 118, keys currently held down will latch, and any additional keys played while
Controller 118 is on will play normally (similar to Overplay mode). This mode is called Pedals
mode because you might want to assign Switch Pedal 1 to Controller 119 (Latch 1) and Switch
Pedal 2 to Controller 118 (Latch 2) to make the pedals function similarly to sustain and
sostenuto pedals.

Order

This parameter determines the play order: how the notes will come out of the Arpeggiator.
Played means they will play back in the order they were entered. Up means they will play in
ascending order of pitch, regardless of their original order. Down means (you guessed it!)
descending order of pitch. Up/Down means they will play up, then turn around and play
down, and keep cycling like that until the Arpeggiator stops. The notes at the very top and very
bottom only play once. Up/Dwn Repeat is the same thing, except the notes at the top and
bottom play twice (repeat) before the Arpeggiator turns around.

Random picks the notes out from the currently-latched ones totally at random. Shuffle picks
the notes out at random, but keeps track of the notes so that no note repeats until all of the
others have played (Schoenberg would have approved). Walk is “random walk”: each
successive note is either the next highest or the next lowest pitch in the cycle. For example, if
the latched notes were (in ascending order) C, D, E, E, and G, and the first note was an E, the
next note could be an F or a D. If it’s an F, the next note will be an E or a G, but if it's a D, the
next note will be a C or an E; and so on.

Simultaneous means that each note you play repeats in time with the Tempo value, sort of like
a digital delay with no decay. If you play a C and hold it while you play an E and a G, the
Arpeggiator will play all three notes at the same time and at the same tempo. This is the only
Order setting which allows two or more notes to sound simultaneously as intervals or chords.
Note that Simultaneous works well with Note Shift and Shift limit.

Beats

The Beats parameter sets the number of notes per beat. The tempo is based on quarter notes.
Therefore, if you set it to 1/4, you will get one note per beat of the clock. At 1/16, you will get 4
notes per beat. There are a large number of beats you can choose, from a whole note all the way
to 1/384th of a note. Keep in mind that the Arpeggiator can’t play 384th notes very accurately—
we just thought it sounded cool trying.

Tempo

This sets the tempo, in beats per minute (bpm), at which the Arpeggiator will play when first
turned on. Tempo is tied to the K2500’s internal MIDI clock, so if a song is playing, and you
play a note, the song will override the Tempo setting and define the tempo of the Arpeggiated
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notes. However, if you are hold a note first, then start a song, the Arpeggiator’s Tempo setting
will define the song’s tempo.

You can change Tempo in real time by assigning any of the K2500’s physical controllers in the
setup to "Tempo". The range is 1 to 255 bpm.

Note Shift

You can tell the Arpeggiator to transpose all of the currently-latched notes each time it plays
through them. Note Shift determines how much transposition will occur. The transposition is
cumulative from one cycle to the next: if you choose 2 as the value then after the initial cycle,
the next cycle will be up a whole step, the one after that will be up two whole steps (a major
third), the following one will be up three whole steps (an augmented fourth), and so forth. The
values can be from -88 to 88, with 0 (the default) being no transposition.

Shift Limit

What happens when you transpose so far that the resulting notes are out of range? That’s
where the Shift Limit parameter comes in. This number determines how far up or down the
Arpeggiator will play from the original note. The minimum value is 0 (which is, admittedly, not
of much use), and the maximum is 88. When the Arpeggiator reaches the limit, one of several
things will happen, as determined by the Limit Option parameter.

Limit Option

If Limit Option is set to Stop, then when the Arpeggiator has shifted notes up or down to the
limit, it stops playing. If it is set to Reset, then when it reaches the limit, the Arpeggiator goes
back to its original pitch and starts over again, continuing to transpose as it plays. If the limit
allows the notes to go out of MIDI range (for example, if you set Shift to 12, set the limit to 80,
and play C4), then those “ghost” notes will not sound, but they will take up rhythmic space: the
Arpeggiator will wait for the cycle to play itself out before starting over.

Unipolar means the Arpeggiator will play the last note before it reaches the limit and then start
shifting notes in the opposite direction, using the same interval. When it gets back to its starting
point, it reverses again, and so keeps bouncing back and forth between the original pitch and
the limit, until you pull the plug.

Bipolar starts out the same way as Unipolar, but as the cycle bounces its way back to the
original pitch, it keeps going past the original pitch, and continues to shift until it hits the Shift
Limit in the opposite direction. Then it reverses and heads back to the original pitch, going past
it until it hits the Shift Limit again, and thus bouncing back and forth between the Shift Limit
and its negative counterpart (“evil twin”, if you will) for all of eternity.

Flt Reset adds a bit of apparent randomness to the process. “Flt” stands for “Float”, and it
means that when the Arpeggiator reaches the Shift Limit, it doesn’t necessarily reset to the
original pitch. Instead, it looks at the first note that would exceed the Shift Limit, and calculates
the interval between it and the Shift Limit. It then starts the cycle over again, but instead of
starting with the first original pitch, it transposes that pitch by the interval it just calculated, and
continues from there. Here’s a very simple example. The only note in the Arpeggiator cycle is
C3, the Note Shift is 7 (a perfect fifth), and the Note Limit is 26. The Arpeggiator plays C3, then
G3, then D4, then A4. The next note, E5, would be above the Limit, D5 (26 semitones above C3).
With a normal Reset, the Arpeggiator would start over again at C3. With the Float turned on,
however, the Arpeggiator (clever little devil!) looks at the difference between E5 and D5 — a
whole step — and applies it to the starting note, raising it by a whole step from C3 to D3.
Subsequent notes will then be A3, E4, and B4. Then it will see that the next note — F#5 —
would be a major third above the limit, and so it applies that interval to the starting point —
and you get E3, and the beat goes on.

Flt Uni uses the same concept and applies it to the Unipolar mode: when it reaches the limit,
the Arpeggiator calculates the difference between the next note and the limit, and transposes all

7-37



Setup Mode and the Setup Editor

The Arpeggiator (ARPEG) Page

subsequent notes by that interval, even though they’re now going in the opposite direction. Flt
Bipl does the same thing with the Bipolar mode: after the limit is exceeded in one direction,
notes are transposed by the usual interval, and when the cycle goes back and reaches the
opposite end, another calculation is done, and subsequent notes are transposed according to
that interval — which is going to be in the opposite direction of the first transposing interval,
and not necessarily the same distance.

The Arpeggiator can be a lot of fun, even if you don’t always understand exactly what it’s
doing. Keep in mind that the stranger the algorithm you set up, the more unlikely the notes will
stay close to one key, so if you want to create something that’s going to sound at all diatonic,
keep it simple.

Glissando

When the Glissando parameter is On, then the Arpeggiator chromatically fills in between notes
as it cycles through them. Example: If the Arpeggiator is supposed to play a D and an E, with
Glissando on it will play D, D%, E, F, E, D#, D.

Velocity

Velocity sets the velocity of the played notes. Played means each note repeats with the same
velocity you played it at. Last means all notes play at the velocity of the most-recently played
note. Pressure means the velocities are controlled by keyboard pressure: as you push down on
any key, the velocities get higher, and as you ease up they get lower. Ctrl 117 means the velocity
is controlled by MIDI Controller number 117, which can be assigned to any K2500 physical
controller or can come from an external MIDI source.

There is also a range of fixed values, from Vel 1 to Vel 127. Selecting one of these determines a
fixed velocity setting, which you can use to set a constant volume for the arpeggiated portion of
all Zones. The value you choose from this range defines the velocity level for the Arpeggiator,
and will take effect no matter how hard you strike a key.

Duration

Duration determines how long the notes will play within the rhythm—i.e., the articulation.
100% means that a note will sustain until the next one sounds—very legato. 50% means that the
note will fill half the space between itself and the next note. The lowest value is 1%—
stacattissimo. This parameter has no effect on percussion sounds or other sounds whose
duration is fixed.
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The Ribbon Configuration (RIBCFG) Page

Once you've selected a Destination for the Large and Small Ribbons, you can use the
parameters on the Ribbon Configuration page to define how the ribbons respond to finger
position and pressure.
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PARAMETER RANGE OF VALUES DEFAULT
LARGE RIBBON CONFIGURATION One Section/Three Sections One Section
POSITION MODE Relative/Absolute Relative
SPRING On/Off On
CENTER 0-127 64

Large Ribbon Configuration

This selects a one- or three-section configuration of the Large Ribbon. You can use the Large
Ribbon as one controller, or divide it up into three smaller sections, each with its own controller
assignments.

Notice the three white arrows directly above the Large Ribbon. The largest arrow (in the
middle) points to the Large Ribbon’s center. The two smaller arrows on either side show how
the Large Ribbon divides when you choose a three-section configuration.

Position Mode (PosMaode)

The ribbons can interpret your finger’s position as a relative or an absolute value.

Relative means that the ribbon’s travel will begin from wherever you put your finger.
Therefore, if you set the ribbon to bend pitch, and PosMode is Relative, putting your finger on
the ribbon will mark a starting place. Subsequently moving your finger left or right will bend
pitch relative to your initial finger position, until you lift your finger away. You can press down
at any other place on the ribbon, and get the same results by moving your finger the same
distance.

Setting PosMode to Absolute means that the ribbon’s travel will start from its center, no matter
where you put your finger. Every point on the ribbon marks a set value, and putting your
finger at various points on the ribbon will give you the same values each time. For example, if
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the Small Ribbon’s Destination is Volume and PosMode is Absolute, pressing on the left-most
end of the ribbon will always change the Zone’s volume by the same amount.

Spring

You can set each ribbon’s Spring to "On", so that when you lift your finger, the ribbon returns to
its original value automatically. If PosMode is Relative, the ribbon will return to the point
where you initially placed your finger. If PosMode is Absolute, the ribbon will return to its
center.

By setting Spring to "Off", the ribbon will "freeze" when you lift your finger. Be aware that if
Spring is Off and you leave the setup, the ribbon remembers its current position; when you
select the setup again, the ribbon’s travel will begin where you last pressed down. If you want
to avoid being surprised by unexpected controller assignment values (such as unruly pitch
changes), go to the RIBBON page, and select an entry value other than "None" for each ribbon
and ribbon section.

Center

Here you define the "center", or starting point of travel, for each section on the ribbon. You can
choose any point between 0 and 127. A value of 64 puts the center physically in the middle of
each ribbon section. Values of 0 or 127 place the center at the section’s extreme left or extreme
right, respectively. Note that as long as Spring is set to Off, the value you set for Center will
have no meaning.
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The Utility Soft Buttons

In addition to the Setup Editor’s pages, there are basic library and editing soft buttons. Their
functions are described below.

Name

This allows you to rename the current setup. Use any data entry method to do this, including
the letters on the numeric keypad.

Save

Pressing Save calls up the standard Save Dialog. Simultaneously pressing the —/+ data entry
buttons toggles between saving the setup to the first available empty location, or replacing a
currently existing setup.

Delete

This erases a Setup from RAM, thus freeing up more space to store Setups in other locations.
(You can check the free memory in the K2500 at any time, on the top line of the Master mode
page). Press Delete, and use a data entry method to choose which setup you want deleted.
Press Delete again, and an "Are You Sure?" message will appear. Press Yes to delete the setup,
or No to cancel.

As with programs, setups can only be saved to and deleted from RAM. The names of all setups
in RAM have an asterisk (*) next to them. If you try delete a setup from ROM, the K2500 will
ignore the delete command, and the setup will remain in memory.

Dump

This sends a MIDI System Exclusive dump of the current setup’s settings. There is also a
function for dumping all Setups. To use this, exit Setup Mode and press the Master button to
enter Master mode. Now select the OBJECT page, and you are presented with several
functions. Press the Dump soft button to select which objects to dump via SysEx.

For more on Object Utilities, see Chapter 11, "Master Mode". For more about System Exclusive
messages, see the Reference Guide .

New Zone (NewZn)

Press NewZn to create a new Zone with default parameters. The K2500 imports this Zone from
Zone 1 of "99 Default Setup". If there are parameters or entire pages you use often, you can
create your own Default Setup and save it to location 99; pressing NewZn will then import
Zones from your custom Default Setup.

Duplicate Zone (DupZn)

This adds a new Zone with the same parameters as the current Zone.

Import Zone (ImpZn)

You can import, or "bring in", any Zone from any setup in memory. Press ImpZn, and use any
data entry method to choose a setup to import from. Then use the CHAN /BANK buttons to
select one of that setup’s Zones. As you do this, you can audition each Zone to hear how it will
sound in the current setup. Now press Import, and the Zone you selected will be added to the
current setup.

Note: If you are using all eight Zones in a setup and you try to add, duplicate, or import a Zone,
a "No More Zones" message will appear. You must delete an existing Zone before you can add,
duplicate, or import any new ones.
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Delete Zone (DelZn)

This deletes the current Zone from the setup you are editing. Use DelZn to free up Zones so
you can add or import new ones.

Copy and Paste

These functions are handy if you've spent some time tweaking a page or line of parameters,
and you want to quickly copy them to other Zones. Start by highlighting a parameter and
pressing the Copy soft button. Then use the CHAN/BANK buttons to select the Zone you want
to copy that value to. Now press the Paste soft button, and the values you copied will replace
the values in the current Zone.

You can also paste the value into any Zone of any other setup. Just copy a parameter’s value,
press EXIT to leave the current setup, and select a different setup. Then press EDIT, select the
same page or physical controller type as in the last setup, and paste the new value. The values
you copy each remain in one of nine paste buffers, so you can keep pasting these values to
different Zones in any setup. When you press Copy on a new page or line of parameters, you
replace the contents of the current paste buffer with the new values.

The table below shows where you can paste copied parameters to. Note that the first seven
paste buffers each store an entire page, while the last two each store only one line of
parameters.

You can paste it to (in any Zone of any
You have copied: setup):
CH/PROG page Same page
KEY/VEL page Same page
PAN/VOL page Same page
BEND page Same page
COMMON page Same page
ARPEG page Same page
RIBCFG page Same page
Parameters for one continuous controller (on Any continuous controller
SLIDER, SLID/2, CPEDAL, RIBBON,
WHEEL, or PRESS pages)
Parameters for one switch controller (on Any switch controller
FOOTSW and SWITCH pages)

Clear

Pressing Clear resets the selected page or line of parameters to its default value, as defined in 99
Default Setup. You can edit the Default Setup, and alter the values that are called up for each
page when you press Clear. The only exceptions to this are on continuous and switch controller
assignment pages, where pressing Clear resets the current line to a factory-defined set of
values.

You can’t undo Clear without exiting the setup entirely, so be sure you really want to clear the
selected parameters.
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Set Range (SetRng)

As we mentioned earlier in this chapter, SetRng gives you a quick way to set the values for the
LoKey and HiKey parameters in the currently selected Zone. Press this button, and the K2500
will prompt you to strike the low and high keys. When you’ve done so, the Setup Editor page
returns, and the notes you triggered are the new values for the LoKey and HiKey parameters.
Notice that the higher of the two notes you played is the HiKey value, regardless of the order in
which you triggered the two notes. The ranges you set are now represented by lines under the
program names in the box at the left on the Setup mode page.
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Editing Hints and Suggestions

Do These Parameters Always Mean Something?

Be careful not to set up parameters that will do crazy things. When in doubt, leave things off, or
at the factory default settings. On some of the higher-numbered MIDI controllers and Special
Function controllers, the On and / or Off values don’t have any meaning, because the controllers
have very limited functionality. The following list shows these. “>0” means you can use any

value that’s greater than zero. “=0" means the value should be 0. “x” means you can use any
value. “v” means the value does count for something;:

On Value Off Value

102 Play /Stop >0 =0
103 Record /Stop >0 =0
120 All Sound Off >0 X
121 Reset All Controllers >0 X
122 Local Control Off >0 =0
123 All Notes Off >0 X
124 Omni mode Off >0 X
125 Omni mode On >0 X
126 Mono mode On v X

(the On value, in some synths, specifies the number of MIDI channels to respond to, with one voice on each)
127 Poly mode On >0 b

Do | Need All Those Pedals?

It's important to realize that you don’t have to have an actual pedal plugged into every Pedal
and Switch Pedal jack in order to take advantage of all of them. Entry and Exit Values can be
assigned to a Zone and a physical controller even if the controller isn’t there, and they will
behave as if the controller were in fact plugged in. So if you want a specific group of Controller
commands to be sent out whenever you choose a Setup, and you know they’re not going to
change while you're playing, you can assign them to physical controllers that aren’t in use.

Multiple Controllers

Sometimes you will want to assign the same Controller number to more than one physical
controller. For example, you might want to be able to control modulation depth both with
Wheel 2 and pressure. The K2500 has no restrictions on assigning multiple controllers to a
particular MIDI message.

Editing Programs

Remember, except for Control Setup parameters, everything you define in a setup affects
programs only while you are in Setup Mode. To edit the programs themselves while you are in the
Setup Editor, go to the Channel/Program page and press EDIT. This gives you access to the
other editors nested within the Program Editor as well. When you have finished editing your
program, press EXIT to save it and return to the Setup Editor.
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Chapter 8
Quick Access Mode and the
Quick Access Editor

In Quick Access mode, you can select programs or setups with a single press of an
alphanumeric button (or with the other data entry methods). For example, in the illustration
below, you would simply press "5" on the alphanumeric pad to choose "FM Harmonica,".
Notice that your selection becomes highlighted in the list, as well as appearing on the line just
above the soft button labels.
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Using Quick Access mode involves selecting Quick Access banks from the list of factory preset
or user-programmed banks. This can be done by using the bank selection shortcut: press the +/
- or CLEAR button on the alphanumeric pad, and you'll be prompted to enter a bank number.
Type the desired number on the alphanumeric pad, then press ENTER. The bank will be
selected, and you'll return to the Quick Access page. Or use the CHAN /BANK buttons to scroll
through the QA banks.

Each bank contains ten memory slots, or entries, where you can store programs or setups in any
combination. Any program or setup in the currently selected bank can be selected with the
numeric buttons 0 through 9.

The ROM (factory preset) QA banks are organized into useful groupings of sounds that we
think you'll find convenient.

You can store 20 Quick Access banks in each memory bank (except the Zeros bank, which can
store 75). See “Storing Objects in Memory Banks” in Chapter 2 of the Reference Guide for a
breakdown of the Quick Access bank IDs that belong in each memory bank. Press both
CHAN/BANK buttons simultaneously to quickly move between memory banks.

The MIDI Program Change commands that the K2500 sends when in Quick Access mode can
differ from those in Program or Setup mode. This depends on the setting you have for the
PChgType parameter in MIDI mode. If the setting is “Extended” or “Kurzweil,” the Program
Change commands sent are the same as in Program or Setup mode. If the setting is “QA
Extended” or QA Kurzweil,” the K2500 will send Program Change commands that correspond
to the current Quick Access bank and the entry you select, not the actual program number of
the entry. See “Program Change Formats” in Chapter 10.




Quick Access Mode and the Quick Access Editor

Entry:
=

Everything you need to know about using Quick Access mode for performance is covered in
Chapter 2, in the section called “Playing the Presets,” so we’ll move on to the Quick Access
Editor, which you'll use to create your own Quick Access banks.

The first step in editing Quick Access banks is to select Quick Access mode. Use the CHAN/
BANK buttons to select the bank you wish to edit. The currently selected bank is shown in the
top line of the Quick Access mode page. Press the EDIT button, and you’ll enter the editor,
where you can examine each entry in the bank you selected. The Quick Access Editor page
looks like this:

T4re:

i
Prodr-am E
H

Ao =5
ller DPUMS

1< galr'l
Nane . Reave Ro=letoBlune B

The top line gives you the usual mode reminder, and shows you which of the ten entries you're
looking at. The cursor is highlighting the object (program or setup) that’s stored in that entry.

The easiest way to edit the bank is to use the CHAN/BANK buttons to scroll through the ten
entries. The entry number will change both at the top of the page, and at the left of the page. As
the entry number changes, the highlighted objects at the center of the page will change as well,
showing you what’s stored in each entry. On the page above, for example, entry 9 is the current
entry. The Type parameter tells you that the object stored at entry 9 is a program. The cursor
highlights the program’s ID and name.

In this example, you could select a different program with your favorite data entry method. If
you wanted to store a setup in that entry instead of a program, you would move the cursor to
the Type parameter and change its value to Setup. The list of objects would change from the
program list to the setup list, and you could move the cursor back to the setup list and select
another setup. When you select the Entry or Type parameter, the list of objects at the right
disappears, leaving only the currently selected object. This makes it easier to see when it’s not
highlighted by the cursor.

When you've filled each entry with the object you want, press the Name soft button if you want
to rename the bank, or press the Save soft button to begin the save procedure. Press the Dump
soft button to dump the bank via MIDI System Exclusive.
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The Effects Mode Page

Chapter 9
Effects Mode and the Effects Editor

The K2500’s global effects processor operates much like an outboard MIDI effects box. You can
route your sounds through the processor or bypass it, and you can edit its preset effects from
the K2500’s front panel. It responds to MIDI programming commands, and you can program
control sources to get realtime control over the Wet/Dry mix and two parameters that vary
from preset to preset (this is done on the EFFECT page in the Program Editor). You can store ten
preset effects in each memory bank (except the Zeros bank, which holds 37). See “Storing
Objects in Memory Banks” in the Reference Guide for a breakdown of the preset effects ID that
belong in each memory bank.

Note: the K2500’s effects processor is mono, not stereo, so keep in mind that if you pan any
layers, only the dry portion of the sound (the part without effects) will be panned; the wet
portion will remain unchanged. The wet portion will come out both the left and right sides of
the Mix outs evenly, or will come out of the left side only, depending on the setting of the
OUtA->FX parameter on the Master page.

The Effects Mode Page

Every K2500 program and setup can be assigned a different preset effect. There are 47 factory
preset effects stored in ROM. You can use the Effects Editor to create your own effects, selecting
from 27 configurations of effects types—like chorus, flange, delay, etc. Preset effects are applied
to the MIX outputs (and to the headphone jack) when the currently selected program (or the
program on the FX Channel) is routed to Output Group A.

There are three purposes for Effects mode. The primary purpose is to define the behavior of the
global effects processor, instructing the K2500 how to select preset effects when you select
programs or setups. The other two purposes are explained below. Press the Effects mode
button to enter Effects mode. You'll see the Effects mode entry level page, as shown below. The
top line of the page, as usual, reminds you of your current location, and indicates the amount of
transposition and the current MIDI channel.

Effect =W
Wet.~TIrd: Sl Me
Fi¥ Mode:H Auto
Fi ChaniCurrent
A ey Chare BChant

The Soft Buttons on the Effects mode Page

The Octav- and Octav+ soft buttons let you change the MIDI transposition in increments of one
octave. The Panic soft button sends All Notes Off and All Controllers Off to the K2500 and on
all 16 MIDI channels. The Chan- and Chan+ soft buttons change the current MIDI channel.
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Effects Mode Parameters

Effects Mode Parameters

PARAMETER RANGE OF VALUES DEFAULT
EFFECT Preset Effect list 1 Sweet Hall
WET/DRY 0 to 100% Wet 50%

FX MODE Auto, Master, Program, Setup Auto

FX CHANNEL None, Current, 1to 16 Current
Dither None, Flat, Medium, Maximum Medium
Effect

This indicates the preset effect that's selected while you're in Effects mode. By changing the
value of this parameter, you can view and listen to the various preset effects without changing
the preset effect for any of the programs or setups. If the FX Mode parameter (explained below)
is set to a value of Auto (its default value), then when you enter Effects mode, the value of the
Effect parameter automatically changes to match the effect assigned to the most recently
selected program or setup. If FX Mode is set to Master, Program, or Setup, the Effect parameter
is not automatically updated, so the effect you hear when you enter Effects mode may not be
the same as the one assigned to the program or setup you were listening to before you entered
Effects mode. There’s a list of the factory preset effects in the Reference Guide.

Wet/Dry

This gives you the mix level of the currently selected preset effect. Use one of the data entry
methods to adjust the effects mix. 0% removes the effect entirely, while 100% removes all of the
dry (unaffected) sound, so that you hear only the wet sound (sound with effect). Your best
results will usually come from settings near 50%.

If you're using a stereo insert cable in one or both of the Group A outputs to create a loop to an
outboard effects processor, you can bring the effects from the outboard unit into the K2500 and
out the MIX outputs. If you want to use only the outboard effects, the easiest way to defeat the
K2500’s effects is to set the Wet/Dry mix to 0%, and the FX Mode to Master. You could also go
to the CHANLS page in MIDI mode, and set the OutPair parameter to a value of B(DRY),
C(DRY), or D(DRY) for one or more channels. Any program assigned to these MIDI channels
will then be routed to Output Group B, C, or D, and will appear at the MIX outputs without
going through the effects processor.

Understanding FX Mode and FX Channel

FX Mode and FX Channel are important to understand because they determine how the effects
processor is controlled.

The K2500’s effects work as a single effects processor. You can combine different effects
together, but you can't split them up between programs or channels. In other words, whichever
effect you pick is going to affect all of the programs - you can't have reverb for one program and
delay on another.

The FX Mode parameter lets you choose what will control the effects processor. The default
value is Auto. This means that the current mode is controlling the effects. Each program and
setup has an effect assigned to it. So if you go to Program mode and call up a program, the
effect assigned to the program on the effects page in the Program editor will be called up. For
example, if you go to Program mode, choose program 1, Acoustic Piano and then go back to the
Effects mode, you will see that the effect is Small Hall. If you go back to Program Mode, call up
program 2, Stage Piano, and go back to Effects, you will see Medium. Setups function similarly.
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Effects Mode Parameters

The FX Mode parameter works in conjunction with the FX Channel parameter. The default
value for this is Current. This means that the program assigned to the MIDI channel currently
in the display is in control of the effects. But you can also set this to a specific channel. For
example, you could set it so that the Program on Channel 1 is in control of the effects.

As we mentioned, in Auto, either a Program or a Setup can be in control, depending on which
mode you are in. You can also set this param to Setup or Program only. The final value is
Master. When set to Master, the effect that you call up on this page will be the one you hear, no
matter what program you call up. In this situation, the FX channel becomes the channel you
would use to send program changes on to call up effects. You can also use this channel to send
controllers to alter parameters in real time.

Using Effects in Song Mode

If you are using the K2500's sequencer, you have a couple of additional options. If you set FX
Mode to Master, you can choose your effect on the Effects page and it will remain at that
setting. If you put it in Auto, then you will have use of the Effect Channel parameter which is
found on the Edit Common page of the song. In this case, the program on the Effect Channel
will be controlling the effects. See page 12-26 for information on the EffectChan parameter.

FX Mode

The FX Mode parameter determines how preset effects will be selected when you change
programs or setups. Refer to "Understanding FX Mode and FX Channel", above, for more
information.

The four possible values for FX Mode are explained below.

Master: The preset effect displayed on the Effects mode page will be applied to every program
or setup you select, and won’t change unless you change it in Effects mode. Use this value
when you want to use the same preset effect for every program or setup you select, for
example, when recording multi-timbrally. This is also the setting you’ll use when you want to
be able to use external MIDI to control the K2500’s effects in realtime. See the discussion of FX
Channel below.

Program: When you select a program on the FX channel (explained below), the K2500 will
select the preset effect that’s assigned to that program. The program’s preset effect is assigned
with the Effects Preset parameter on the EFFECT page in the Program Editor. Set FX Mode to
Program when you want the preset effect to change every time you select a program on the FX
channel. If the value is set to Program, then while you're in Effects mode, the preset effect you
hear will be the effect assigned to the program on the FX channel, not the one you see
displayed. If you select a program on a channel other than the FX channel, the preset effect will
not change. If the value of the FX Channel parameter is “Current,” then the FX channel always
matches the current MIDI channel, and the preset effect will change according to any program
you select.

If the value is set to Program and you enter Setup mode, the K2500 uses the preset effect that’s
assigned to the program on the FX Channel (explained below). Therefore, the effect will change
only if you select a setup containing a program assigned to the FX Channel.

Setup: When you select a setup, the K2500 will select the preset effect that's assigned to that
setup. The setup preset effect is assigned with the Effect parameter in the Setup Editor. Set FX
Mode to Setup when you want the preset effect to change every time you select a setup. The
preset effect you hear while in Effects mode will be the effect assigned to the current setup, not
the one you see displayed. If you enter Program mode, the effect will not change when you
select programs.

9-3



Effects Mode and the Effects Editor

Effects Mode Parameters

Auto: At this setting, the FX mode automatically matches the K2500’s operating mode.
Selecting a program will select the effect assigned to that program. Selecting a setup will select
the effect assigned to that setup. When you enter Effects mode, the value of the Effect
parameter is automatically updated to match the effect assigned to the most recently selected
program or setup, so when you enter Effects mode, the effect you hear will be the one you were
just listening to.

This setting is especially useful if you're using Quick Access mode, and you have programs and
setups loaded into your Quick Access banks. A setting of Auto will ensure that the desired
effects are selected when you select a program or setup. In Song mode, a setting of Auto lets
you use the Effect Channel parameter on the Edit Common page of the song. In this case, the
program on the Effect Channel will be controlling the effects. See page 12-26 for information on
the EffectChan parameter.

You'll normally leave the FX mode set to Auto, and use the other settings when you want to
override the automatic selection of preset effects.

If you've set the FX Mode parameter to a value of other than Auto, and you change the preset
effect in the Program or Setup Editor, the value of the FX mode may revert to Auto. This will
happen a) when FX Mode is set to Setup and you change the preset effect in the Program
Editor; b) when FX mode is set to Program and you change the preset effect in the Setup Editor,
and c) when FX Mode is set to Master and you change the preset effect in either the Program or
Setup Editor. This ensures that if you change the preset effect in either Program or Setup mode,
you'll be able to hear the change.

FX Channel

This parameter is closely tied to the FX Mode parameter, and exists to help the K2500 decide
which preset effect to select. Refer to "Understanding FX Mode and FX Channel", above, for
more information.

When you select a program or setup, the K2500 checks the value of the FX Channel parameter.
It then selects the preset effect that's assigned to the program on that channel. The value of the
FX Mode parameter determines the range of values for the FX Channel parameter. We'll discuss
these values in terms of each of the values for the FX Mode parameter.

FX Mode = Auto: In this case, the preset effect is automatically selected for each program or
setup you select. In Setup mode, the FX channel is irrelevant. In Program mode, the FX channel
defines the one MIDI channel on which program changes will change the preset effect. This can
be set to any of the 16 MIDI channels, or to a value of Current, which means that the FX
Channel always matches the current MIDI channel as set in Program mode. When you're in
Program mode and you want the preset effect to change whenever you change programs from
the K2500's front panel, use a value of Current.

If the value for FX Mode is Auto, and the value for FX Channel is Current, then when you're in
Song mode—or you move to another mode during song playback—the channel indicated by
the EffectChan parameter on the Edit Song:COMMON page controls the selection of effects.
This prevents the effects from changing if you change MIDI channels during song playback.
When you exit Song mode—and you're not recording or playing back a song—the currently
selected program or setup will regain control over the selection of effects. See page 12-26 for
information on the EffectChan parameter.

FXMode = Master: At this setting the preset effect doesn’t change when you select programs or
setups, so the FX Channel isn’t needed for preset effect selection. When the FX mode is set to
Master, the FX channel parameter selects the MIDI channel for realtime effects control via MIDI.
Choose a value of 1-16 to specify the channel on which the K2500 will accept incoming MIDI
control signals and apply them to the realtime effects parameters (explained in Chapter 3 of the
Reference Guide). Choose a value of None to disable external MIDI effects control.
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FX Mode = Program: In this case, the available values for the FX Channel parameter are
Current, and 1-16. Here, the default value of Current is your most likely choice, since preset
effect selection and realtime control messages will be tied to the current MIDI channel. Set a
value of 1-16 when you want to be able to change programs on the current MIDI channel
without changing the preset effect.

FX Mode = Setup: At this setting, the preset effect is determined by the value for the Effect
parameter on the Setup Editor page, so the FX Channel parameter is irrelevant, and the only
available value is None. Realtime effects are disabled in Setup mode, since there’s no way to
determine which program should generate the control source signals assigned to control the
realtime effects.

Dither

When the K2500 internally requantizes digital word lengths, a small amount of unwanted
distortion is produced. Dither converts this distortion into uncorrelated low-level noise, which
results in a better sounding output, since the noise added to the signal is usually inaudible. You
might be able to hear some noise, however, if you are resampling multiple generations of the
K2500’s output. For this reason, we recommend that you use Flat dither in a situation where
you are repeatedly resampling. Otherwise, you should probably set dither to Maximum, which
will sound best in most cases (apart from resampling), or leave it at the default of Medium,
which is a convenient compromise between Flat and Maximum.

We don’t recommend that you turn dither off, but have provided the None option if you’d like
to try that anyway. Keep in mind, however, that any differences will be just barely audible.
Furthermore, since None is for your experimentation only, the K2500 will change a dither
setting of None to Flat when you restart the unit.

Another Use for Effects Mode

As we mentioned, the main purpose of Effects mode is to tell the K2500 how to select preset
effects when you select programs or setups—but there’s another convenient use as well.

Global Preset Effect

If you set the FX Mode to Master, the effects assignments for programs and setups are
overridden. The Effect parameter becomes global. Even when you exit Effects mode and select
programs and setups, the preset effect remains unchanged. This is an easy way to hear a
particular effect applied to several different programs—without editing the programs
themselves. You'll use this when you're playing or recording a multi-timbral sequence and you
want to apply a certain effect to every sound.

Setting the FX Mode to Master tells the K2500 to ignore the preset effects settings at the
program and setup level. If at some later point you go to Program or Setup mode and change
one of the preset effect settings there, the K2500 will assume that the newly selected preset
effect is the one you want to use. The value of FX Mode will automatically revert to Auto, so
that the newly selected effect can be applied to the program or setup you're editing. This
defeats the override, and from that point on, selecting a program or setup will select the preset
effect assigned to that program or setup. If you still want the override to apply, return to Effects
mode and reset the FX Mode parameter to Master.
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The Effects Editor

The Effec

ts Editor

There are four ways to reach the Effects Editor. One is to select Effects Mode, select the effect
you wish to edit, then press EDIT. You also can get there from the EFFECT page in the Program
Editor, simply by pressing EDIT. If you're in Setup mode, enter the Setup Editor by pressing
EDIT, then select the Program parameter and press EDIT again. You're now in the Program
Editor, where you can select the EFFECT page, and press EDIT to enter the Effects Editor. In any
case, you'll see a page that looks something like this:

osLomnt1ds

Editin

DecadTime: EarlyYlldY:ilim=s DIrd Leveliid
Room Lol =W, Earl4Dff:5 Earld Lul:g
HFDamind =2 LaterDl4Y:i9ms Later Luwli@
Envelrrmnt: @ LaterDff:ia

Hame  WSzue  WTeletcfiliume |

The top line tells you that you're in the Effects Editor, and identifies the configuration
(explained below) of the currently selected preset effect. The bottom line labels the active soft
buttons. The parameters you see depend on the currently selected configuration.

The Name, Save, and Delete soft buttons handle the basic library functions for user-defined
effects, and the Dump soft button initiates a System Exclusive dump of the current effect’s
settings.

g Effects

The K2500 interacts with the global effects processor as if it were a separate multi-effects unit
that’s been mounted internally. There are 47 factory preset effects, and room for you to store 80
of your own preset effects. Like any other K2500 object, the preset effects are edited by selecting
parameters and changing their values.

Each factory preset effect—as well as any preset effects you create yourself—uses one of 27
available configurations. The configurations are simply different sets of familiar programmable
effects generators, the kind you’d find on any outboard effects unit—reverb, chorus, parametric
and graphic EQ, delay, and mixers. Various combinations of these effects generators make up
the configurations.

When you enter the Effects Editor, the configuration for the currently selected preset effect is
shown on the top line of the display. If you want to tweak a preset effect slightly, simply adjust
the values for one or more of the parameters on the page. You can then name and save the new
effect, either “replacing” the ROM preset or saving to a RAM location by giving it an unused
ID. If you “replace” a ROM effect with one of your own, deleting your effect will restore the
ROM effect.

Use the CHAN /BANK buttons to change the configuration to be used by the currently selected
preset effect. You'll want to do this only when you're creating new effects that differ in type
from the current effect, since changing the configuration can drastically change the nature of
the effect.
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The configurations define various types and combinations of effects—reverb, delay, EQ, etc.
This section shows you the pages corresponding to each of the configurations. Here’s the entire

Dry

list:

DRY
STEREO CHORUS

STEREO FLANGE

STEREO DELAY

4-TAP DELAY

ULTIMATE REVERB

ROOM SIMULATOR

GATED REVERB

REVERSE REVERB

PARAMETRIC EQ

GRAPHIC EQ

PARAMETRIC EQ+DELAY+MIXER
PARAMETRIC EQ+CHORUS+MIXER
CHORUS+ROOM+MIXER
DELAY+ROOM+MIXER
CHORUS+HALL+MIXER
DELAY+HALL+MIXER

EQ+GATED REVERB+MIXER
EQ+REVERSE REVERB+MIXER
PARAMETRIC EQ+CHORUS+DELAY+MIXER
PARAMETRIC EQ+FLANGE+DELAY+MIXER
CHORUS +DELAY+ROOM+MIXER
FLANGE+DELAY+ROOM+MIXER
CHORUS+DELAY+HALL+MIXER
FLANGE+DELAY+HALL+MIXER
EQ+CHORUS+4-TAP-DELAY+MIXER
EQ+FLANGE+4-TAP DELAY+MIXER

Lot 19

Hame  WSaue  WTeletofliume

Configurations and Parameters

Use this configuration if you want a particular program or setup to play through the MIX
outputs without effects, even though it's routed to Output Group A.
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Stereo Chorus

N (] U

Chr DelaH:P Iy Lewslid
LFO Skeead: Fight Lwl:l@
LFO Dekth:ids Left Lwl =18

MName WSzve  Bleleto@liume

PARAMETER RANGE OF VALUES
CHORUS DELAY 0 to 60 milliseconds
LFO SPEED 0to 65
LFO DEPTH 0to 99
DRY LEVEL Oto 10
RIGHT—LEFT LEVEL Oto 10

Stereo Flange

Fln'a'lIlela':H!?ﬁ@@_ Iy Ley=li@d
LFO Skeead: Right Lwl:il@
LFO Dekthield wl =18
Feedbhack :26%

Name WSzve  Bleleto@Tiume

PARAMETER RANGE OF VALUES
FLANGE DELAY 10 milliseconds
LFO SPEED 0to 65

LFO DEPTH 0to 99

FEEDBACK 0to 99%

DRY LEVEL Oto 10
RIGHT—LEFT LEVEL Oto 10
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Stereo Delay

4-Tap Delay

Configurations and Parameters

DelaHTime:!W Ird Lewsl:id
Feedback 38« Fight LT1=%S
u] s

Name WSzve  BTeleto@liume

PARAMETER RANGE OF VALUES
DELAY TIME 0 to 750 milliseconds
FEEDBACK 0 to 99%

DRY LEVEL Oto 10
RIGHT—LEFT LEVEL Oto 10

FFH 545 s
TaPEDelaH---u ms F:2 L@
Tarilel ad: 355ms TarZlLwl E:@ L2
Tardle] a4: 5268ms Tarilwl Eig L3

TardLwl R:3 Lig

FeedDelaH:EE?ms
clk R

PARAMETER

TAP 1—4 DELAY
FEEDBACK DELAY
FEEDBACK

DRY LEVEL

TAP LEVEL 1—4 RIGHT
TAP LEVEL 1—4 LEFT

RANGE OF VALUES

0 to 1500 milliseconds
0 to 1500 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10

9-9



Effects Mode and the Effects Editor

Configurations and Parameters

Ultimate Reverb

Lrlont1ds

DecadTime: EarlylldY:iAms DIrd Lewsl]li@
Room Uol 1w, Ear 14D+ 23 Earld Lul:T
HFDamPin9: 2 LaterDld4:dms Later Lwl:T
ErnvelPmnt:3 LaterDffis

MName WSzve  Bleleto@liume

PARAMETER RANGE OF VALUES
DECAY TIME 1to 99 seconds
ROOM VOLUME 0.0t0 0.9
HIGH-FREQUENCY DAMPING Oto9
ENVELOPMENT 0to 9

EARLY DELAY 0 to 70 milliseconds
EARLY DIFFUSION Oto9

LATER DELAY 0 to 70 milliseconds
LATER DIFFUSION Oto9

DRY LEVEL Oto 10

EARLY LEVEL Oto 10

LATER LEVEL Oto 10

Room Simulator

ooont19: Hoom s1mu
Gr*-:-ssSize:%m Iy Ley=l]l:i9
NecadTime: 2. 0Hs Rew Level it
ListenFos: Front

HFDamEeind:s 5
FEEEE EEOEE NEEE g
PARAMETER RANGE OF VALUES
GROSS SIZE Studio, Chamber, Club, Hall, Arena
DECAY TIME 0.7 to 23.8 seconds
LISTENING POSITION Front, Middle, Back
HIGH-FREQUENCY DAMPING 0to 9
DRY LEVEL Oto 10
REVERB LEVEL Oto 10
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Gated Reverb
Lolbont1de L3t
Pre—Dela'd:@P Iy Lewvel:ild
Envelore fFla AoocentLwl i@
DecadTime: 250ms Fight Lwl:l@
AoccentDldY: Bms Left Lwl 168

Name WSzve  BTeleto@liume

PARAMETER

PRE-DELAY
ENVELOPE

DECAY TIME
ACCENT DELAY
DRY LEVEL
ACCENT LEVEL
RIGHT—LEFT LEVEL

Reverse Reverb

RANGE OF VALUES

0 to 80 milliseconds
Flat, Decaying

50 to 600 milliseconds
+50 milliseconds

0to 10

Oto 10

Oto 10

Fre-D0=]34: EF Iy Lewy=lid
Rew Time = ms Aoocentlul i3
AocentDld: SEms Fight Lwl:l@

Left Luwl =218

Name WSzve  BTeleto@Tiume

PARAMETER

PRE-DELAY
REVERB TIME
ACCENT DELAY
DRY LEVEL
ACCENT LEVEL
RIGHT—LEFT LEVEL

RANGE OF VALUES

0 to 80 milliseconds
50 to 600 milliseconds
+50 milliseconds

Oto 10

Oto 10

Oto 10
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Parametric EQ

PARAMETER

BAND 1 FREQUENCY
BAND 1 LEVEL

BAND 2—3 FREQUENCY
BAND 2—3 LEVEL

EQ LEVEL

Graphic EQ

EQ Lewvse]l =9

RANGE OF VALUES

0.1to 12.60 KHz (cycles per second)
+12 DB

0.1to 12.80 KHz

+12 DB

Oto 10

s 125023802808 1k 2k: 4k

: Sk: 1gk
4dE 2dEBE @dE -2d ZdE 4dE 18d SdE

Name WSzuve  BTeleto@Tume

PARAMETER

ALL (Frequency in Hz)

RANGE OF VALUES

+12 dB in 2dB increments
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Parametric EQ, Delay, and Mixer

dltEt el . .
s2=1g[= 9 ]
Barndllwl dE DeladsSrc: EQ Oy Lwl 26
BandZFr9y A DldInlwlid ER Lwl @
BandzlLwl dE D14YTime i@m=s Dl1YR Lwli@
Band3Fr4 Ak, Feedbhack:s@x D14l Lwl:i@
Delete

PARAMETER RANGE OF VALUES
BAND 1 FREQUENCY 0.10to 12.60 KHz
BAND 1 LEVEL +12 dB

BAND 2—3 FREQUENCY 0.10to 12.80 KHz
BAND 2—3 LEVEL +12 dB

DELAY SOURCE EQ, Dry

DELAY IN LEVEL Oto 10

DELAY TIME 0 to 1500 milliseconds
FEEDBACK 0 to 99%

DRY LEVEL Oto 10

EQ LEVEL Oto 10

DELAY LEVEL RIGHT—LEFT Oto 10

Parametric EQ, Chorus, and Mixer

L Albaontid: Faratihoros+il =

Hand1Fr-
Barndllw1:

ChorSrc :Drd Ded Lyl =29
BandzFr4v: 18,880 ChorDldY f1@ms ER Lwl =9
BandZlLwl:18d LEOSkead: @ ChrR Lwl:g
BandEFPqEB.l kL Chirl Lwl:9

FODerth: 18
-
t.

DIelete

PARAMETER

BAND 1 FREQUENCY
BAND 1 LEVEL

BAND 2—3 FREQUENCY
BAND 2—3 LEVEL
CHORUS SOURCE
CHORUS DELAY

LFO SPEED

LFO DEPTH

DRY LEVEL

EQ LEVEL

CHORUS RIGHT—LEFT LEVEL

RANGE OF VALUES

0.10to 12.60 KHz
+12 dB
0.10—12.80 KHz
+12 dB

EQ, Dry

0 to 60 milliseconds
Oto 65

Oto 99

Oto 10

Oto 10

Oto 10
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Chorus, Room Reverb, and Mixer

REVERB PRE-DELAY
HIGH-FREQUENCY DAMPING
REVERB DECAY

DRY LEVEL

CHORUS LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

ChorDld = Fewln Drd4:@ Oy Lwl A
LFOSkead: Fewln Chr:i@ ChrRE Lwl:iif
LFOD=rtkh: A FeuPrelldYibms Chrl Lwl:i@
HiFrADame: Lem EEUE tu%:%
=% H s Rew ]l
Nane BEgve Tune )
PARAMETER RANGE OF VALUES
CHORUS DELAY 0 to 60 milliseconds
LFO SPEED 0 to 65
LFO DEPTH 0to 99
REVERB IN DRY O0to 10
REVERB IN CHORUS Oto 10

0 to 60 milliseconds
Warm, Soft, Bright
0.1to 1.2 seconds
Oto 10

Oto 10

Oto 10

Delay, Room Reverb, and Mixer

osLont1ds

REVERB PRE-DELAY

HIGH FREQUENCY DAMPING
REVERB DECAY

DRY LEVEL

DELAY LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

D1YTime = Feuln Drd4:@ Oy Lwl A
Feedbhack: K1 Fewuln Dl4:9 D14k Lwl:f
FeuPrelld: 168m=s D14l Lwl:i@
HiFraDami: Wem EEUE tu%:%
Cgld: s Rau 0]
Hame  WSave |
PARAMETER RANGE OF VALUES
DELAY TIME 0 to 750 milliseconds
FEEDBACK 0 to 99%
REVERB IN DRY 0to 10
REVERB IN DELAY 0to 10

0 to 60 milliseconds
Warm, Soft, Bright
0.1to 1.2 seconds
Oto 10

Oto 10

Oto 10

9-14



Effects Mode and the Effects Editor

Chorus, Hall Reverb, and Mixer

Configurations and Parameters

ChorDl4 = Fewln Drd4:93 Oy Lwl A
LFOSkead: Fewln Chri@ ChrRE Lwl:if
LFOD=Rtk: 9 FeuPrell4Y:ibms Chrl Lwl:i@
HiFraDame: Leem EEUE tu%:%
1% H =N ]

Hame  WSave |

PARAMETER RANGE OF VALUES

CHORUS DELAY 0 to 60 milliseconds

LFO SPEED 0 to 65

LFO DEPTH 0to 99

REVERB IN DRY 0to 10

REVERB IN CHORUS Oto 10

REVERB PRE-DELAY
HIGH-FREQUENCY DAMPING
REVERB DECAY

DRY LEVEL

CHORUS LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

Delay, Hall Reverb, and Mixer

0 to 60 milliseconds
Warm, Soft, Bright
1.00 to 20.0 seconds
Oto 10

Oto 10

Oto 10

“soont 19
D1YTime = Feuln Drd4:9 Oy Luwl A
Feedbhack: Fewuln D149 D14k Luwl:if
FeuPrelldibms D14l Lwl:i@
H1FPqDamP Ert. EEUE tu%:%
s} =1 1]
Hame WSave |
PARAMETER RANGE OF VALUES
DELAY TIME 0 to 750 milliseconds
FEEDBACK 0 to 99%
REVERB IN DRY 0to 10
REVERB IN DELAY 0to 10

REVERB PRE-DELAY

HIGH FREQUENCY DAMPING
REVERB DECAY

DRY LEVEL

DELAY LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

0 to 60 milliseconds
Warm, Soft, Bright
1.00 to 20.0 seconds
Oto 10

Oto 10

Oto 10
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EQ, Gated Reverb, and Mixer

FeuPrelll4: Imns 1:4
GateErn fFlat 1:4
Few Decad: SHEmS wli@
nld:— wli@
PARAMETER RANGE OF VALUES
LOWPASS FILTER CUTOFF FREQ. 0.10 to 18.00KHz
REVERB PRE-DELAY 0 to 80 milliseconds
GATE ENVELOPE Flat, Decaying
GATE DECAY TIME 50 to 600 milliseconds
ACCENT DELAY +50 milliseconds
EQ LEVEL RIGHT—LEFT Oto 10
ACCENT LEVEL RIGHT—LEFT Oto 10
REVERB LEVEL RIGHT—LEFT Oto 10

EQ, Reverse Reverb, and Mixer

ER L Lwl =2
RewPrelld: Bms Azco B Lwl:if
Fey Time :58ms Hoo L Lwl:g
Accentlldy: -5S8ms Feuy B Lulig
E wls@
Hame  WSave |
PARAMETER RANGE OF VALUES
LOWPASS FILTER CUTOFF FREQ. 100 Hz to 18.00KHz
REVERB PRE-DELAY 0 to 80 milliseconds
REVERSE TIME 50 to 600 milliseconds
ACCENT DELAY +50 milliseconds
EQ LEVEL RIGHT—LEFT 0to 10
ACCENT LEVEL RIGHT—LEFT 0to 10
REVERSE LEVEL RIGHT—LEFT 0to 10
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Configurations and Parameters

PARAMETER

BAND 1 FREQUENCY
BAND 1 LEVEL

BAND 2—3 FREQUENCY
BAND 2—3 LEVEL

CHORUS EQ SOURCE
CHORUS DELAY

CHORUS LFO SPEED
CHORUS LFO DEPTH

DELAY EQ SOURCE

DELAY EQ IN

DELAY CHORUS IN

DELAY TIME

DELAY FEEDBACK

DRY LEVEL

EQ LEVEL

DELAY LEVEL RIGHT—LEFT
CHORUS LEVEL RIGHT—LEFT

RANGE OF VALUES

0.1to 12.60 KHz
+12 dB

0.1to 12.80 KHz
+12 dB

EQ, Dry

0 to 60 milliseconds
Oto 65

Oto 99

EQ, Dry

Oto 10

Oto 10

0 to 1500 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10

Oto 10
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Parametric EQ, Flange, Delay, and Mixer

PARAMETER

BAND 1 FREQUENCY
BAND 1 LEVEL

BAND 2—3 FREQUENCY
BAND 2—3 LEVEL

FLANGE SOURCE

FLANGE DELAY

LFO SPEED

LFO DEPTH

FLANGE FEEDBACK

DELAY EQ SOURCE

DELAY EQ IN

DELAY FLANGE IN

DELAY TIME

DELAY FEEDBACK

DRY LEVEL

EQ LEVEL

DELAY LEVEL RIGHT—LEFT
FLANGE LEVEL RIGHT—LEFT

RANGE OF VALUES

100 Hz to 12.60 KHz
+12 dB

0.1to 12.80 KHz
+12 dB

EQ, Dry

0 to 10 milliseconds
Oto 65

Oto 99

0to 99%

EQ, Dry

Oto 10

Oto 10

0 to 1500 milliseconds
0to 99%

Oto 10

Oto 10

Oto 10

Oto 10
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Configurations and Parameters

PARAMETER

CHORUS DELAY

CHORUS LFO SPEED
CHORUS LFO DEPTH

DRY LEVEL

DELAY DRY IN

DELAY CHORUS IN

DELAY TIME

DELAY FEEDBACK

REVERB DRY IN

REVERB CHORUS IN

REVERB DELAY IN

REVERB PRE-DELAY

HIGH FREQUENCY DAMPING
REVERB TIME (DECAY)
CHORUS LEVEL RIGHT—LEFT
DELAY LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

Ta=ITHE= =T
ChrIn:g RewChiI
Time @ms Eewlldl
dhack:d% EuPrelldy

HF -9 Dame

h mﬁiTime.B.

. .

EHP

RANGE OF VALUES

0 to 60 milliseconds

Oto 65
0to 99
Oto 10
Oto 10
Oto 10

0 to 750 milliseconds

0to 99%

Oto 10
Oto 10
Oto 10

0 to 60 milliseconds
Warm, Soft, Bright
100 milliseconds to 1.2 seconds

Oto 10
Oto 10
Oto 10
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Flange, Delay, Room Reverb, and Mixer

l=lete

PARAMETER

FLANGE DELAY

FLANGE LFO SPEED

FLANGE LFO DEPTH

FLANGE FEEDBACK

DRY LEVEL

DELAY DRY IN

DELAY FLANGE IN

DELAY TIME

DELAY FEEDBACK

REVERB DRY IN

REVERB FLANGE IN

REVERB DELAY IN

REVERB PRE-DELAY

HIGH FREQUENCY DAMPING
REVERB TIME (DECAY)
FLANGE LEVEL RIGHT—LEFT
DELAY LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

RANGE OF VALUES

0 to 60 milliseconds
Oto 65

0to 99

0to 99%

Oto 10

Oto 10

Oto 10

0 to 750 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10

0 to 60 milliseconds
Warm, Soft, Bright
100 milliseconds to 1.2 seconds
Oto 10

Oto 10

Oto 10
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Chorus, Delay, Hall Reverb, and Mixer

=y eyl n:

ChrIn:g RewChrIn: g
Time 19ms Eevlldln:ié
dhack: 90% EuPrelld:i@

C
D
1)
F
F

HF A Dami 2 klem

: Timeid,. 1
PARAMETER RANGE OF VALUES
CHORUS DELAY 0 to 60 milliseconds
CHORUS LFO SPEED Oto 65
CHORUS LFO DEPTH 0to 99
DRY LEVEL Oto 10
DELAY DRY IN Oto 10
DELAY CHORUS IN Oto 10
DELAY TIME 0 to 750 milliseconds
DELAY FEEDBACK 0 to 99%
REVERB DRY IN Oto 10
REVERB CHORUS IN Oto 10
REVERB DELAY IN Oto 10
REVERB PRE-DELAY 0 to 60 milliseconds
HIGH FREQUENCY DAMPING Warm, Soft, Bright
REVERB TIME (DECAY) 1.0 to 20.0 seconds
CHORUS LEVEL RIGHT—LEFT Oto 10
DELAY LEVEL RIGHT—LEFT O0to 10
REVERB LEVEL RIGHT—LEFT Oto 10
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Flange, Delay, Hall Reverb, and Mixer

l=lete

PARAMETER

FLANGE DELAY

FLANGE LFO SPEED

FLANGE LFO DEPTH

FLANGE FEEDBACK

DRY LEVEL

DELAY DRY IN

DELAY FLANGE IN

DELAY TIME

DELAY FEEDBACK

REVERB DRY IN

REVERB FLANGE IN

REVERB DELAY IN

REVERB PRE-DELAY

HIGH FREQUENCY DAMPING
REVERB TIME (DECAY)
FLANGE LEVEL RIGHT—LEFT
DELAY LEVEL RIGHT—LEFT
REVERB LEVEL RIGHT—LEFT

RANGE OF VALUES

0 to 60 milliseconds
Oto 65

0to 99

0to 99%

Oto 10

Oto 10

Oto 10

0 to 750 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10

0 to 60 milliseconds
Warm, Soft, Bright
100 milliseconds to 1.2 seconds
Oto 10

Oto 10

Oto 10
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]
:
i
]

PARAMETER

LOWPASS FILTER CUTOFF FREQ.

CHORUS DELAY

CHORUS LFO SPEED
CHORUS LFO DEPTH
DELAY EQ IN

DELAY CHORUS IN

TAP 1—4 DELAY
FEEDBACK DELAY

4-TAP FEEDBACK AMOUNT
EQ LEVEL

CHORUS LEVEL

TAP 1—4 LEVEL RIGHT—LEFT

EQ, Flange, 4-Tap Delay, and Mixer

PARAMETER

LOWPASS FILTER CUTOFF FREQ.

FLANGE DELAY

FLANGE LFO SPEED
FLANGE LFO DEPTH
FLANGE FEEDBACK
DELAY EQ IN

DELAY FLANGE IN

TAP 1—4 DELAY
FEEDBACK DELAY

4-TAP FEEDBACK AMOUNT
EQ LEVEL

FLANGE LEVEL

TAP 1—4 LEVEL RIGHT—LEFT

Configurations and Parameters

RANGE OF VALUES

100 Hz to 18 KHz

0 to 60 milliseconds
Oto 65

0to 99

Oto 10

Oto 10

0 to 1500 milliseconds
0 to 1500 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10

RANGE OF VALUES

100 Hz to 18 KHz

0 to 60 milliseconds
Oto 65

0to 99

0 to 99%

Oto 10

Oto 10

0 to 1500 milliseconds
0 to 1500 milliseconds
0 to 99%

Oto 10

Oto 10

Oto 10
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MIDI Mode
The Transmit (XMIT) Page

Chapter 10
MIDI Mode

Press the MIDI mode button to enter MIDI mode. Here you'll configure the K2500’s response to
incoming MIDI messages, as well as customize those that the K2500 sends to other MIDI
devices in your system. MIDI mode is also where you choose the Control Setup, which sets the
controller behavior for your programs.

When you enter MIDI mode, you'll see one of the three available MIDI mode pages. When you
exit MIDI mode, the K2500 remembers which page you were on. The next time you select MIDI
mode, that page appears.

The Transmit (XMIT) Page

Note: a number of parameters that were on the MIDI XMIT page in pre-V2 versions of the
K2500 software are now handled from with Setup mode. Refer to Chapter 7 for complete
details on the new Setup mode features.

Press the XMIT soft button, and the MIDI XMIT page appears. Use these parameters to control
how the K2500 sends MIDI information to its MIDI Out port. These settings will affect the
K2500’s response to your MIDI controller (like Mod Wheel messages, etc.). It also affects the
responses of other MIDI devices receiving MIDI from the K2500, when the Local Keyboard
Channel parameter is set to match the transmission channel of your MIDI controller.

It's important to remember that many of the settings of the XMIT page are in effect only when a
program is selected, either in Program mode or in Quick Access mode. If a setup is selected, in
Setup mode or in Quick Access mode, the setup’s MIDI settings override the corresponding
settings on the XMIT page. The XMIT page looks like this:

FrodChnd 20n
Buttons :0ff
Control :Both Chaseturs: Kedlle
WelocMar:l Linear

ST recy *WeHaL e

PARAMETER RANGE OF VALUES DEFAULT
CONTROL SETUP Setup list 97 Control Setup
CHANNEL 1to 16 1
TRANSPOSITION +60 semitones 0

CONTROL Both, MIDI, Local Both

VELOCITY MAP Velocity Map list 1Linear
PRESSURE MAP Pressure Map list 1Linear
PROGRAM CHANGE Off, On On

BUTTONS Off, On On

CHANGE SETUPS Immed, KeyUp KeyUp

Keep in mind that only the Program Change Type, Program Change, and Buttons parameters
will operate as programmed if the LocalKbdCh parameter does not match the transmit channel
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of your MIDI controller. If you set them to match, the remaining parameters will take effect as
well.

Control Setup

This is where you define the Control Setup, layer one of which is used by all K2500 programs.
Refer to chapters 6 and 7 of this manual for more information on the Control Setup.

Channel

This defines which MIDI channel the K2500 uses to transmit MIDI messages. The value for this
parameter matches the current MIDI channel displayed on the top line of the Program mode
page. If you change the current MIDI channel while in Program mode, the setting of this
parameter will change accordingly, and vice versa.

Transpose

This parameter affects the transposition that’s applied to the MIDI data stream. Adjusting this
parameter will transpose the K2500’s notes, as well as notes on slaves receiving from the K2500.
This transposition setting is not overridden when you use Setup mode, but is added to the
transposition settings for the currently selected setup.

Control

Here you determine where the K2500 sends MIDI information. A value of MIDI sends the MIDI
signal to the K2500’s MIDI Out port, but not to the K2500 itself. This is also known as Local
Control Off.

If you're using your K2500 with a MIDI sequencer and have the K2500"s MIDI Out connected to
the sequencer’s MIDI In, and the sequencer’s MIDI Out connected to the K2500’s MIDI In a
MIDI loop, you'll need to select a value of MIDI when your sequencer’s Patch Thru feature
(also known as Play Thru, Soft Thru, etc.) is on. This will prevent the K2500’s MIDI signal from
looping back on itself, which can cause problems. If you deactivate your sequencer’s Patch
Thru feature, set the Control parameter’s value to Both, and the K2500 will play normally. Also,
you may want to set the value of the LocalKbdCh parameter to None when you have a MIDI
loop, because you can have problems with doubled notes and MIDI overload. You won’t have
problems, however, as long as the channels transmitted by the K2500 are all different from the
incoming MIDI channel.

A value of Local disables the MIDI Out port. Use this setting when you want to play the K2500,
but not to send any MIDI information to other MIDI instruments (local control only). A value of
Both (the default) enables you to play the K2500 and send MIDI information from its MIDI Out
port.

Velocity Map—Transmit (VelocMap)

The transmit velocity map affects the way the K2500 sends velocity information to its MIDI Out
port. Different maps generate different velocity values for the same attack Velocity—that is,
they apply different curves to the attack velocities the K2500 receives and remap them to new
velocities before transmitting them to the MIDI Out port.

Important: The MIDI velocity maps affect only those MIDI velocity values transmitted via the
K2500’s MIDI Out port, and are used exclusively to adjust the response of MIDI devices
connected to the Out port. If you have a DX7 connected to your K2500, for example, and the DX
is distorting, selecting a transmit Velocity Map like “Hard2” should handle the problem.
Changing the velocity map on this page will not affect the response of the K2500’s sound
engine to your MIDI controller. That's done on the RECV page. See Chapter 17 if you're
interested in editing velocity maps.
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Also important: Both the transmit and receive velocity maps should be left at values of Linear
unless you really need to change them. The linear maps will give you the most consistent
results.

If you have a keyboard model of the K2500, keep in mind that the setting of the Veltouch
parameter in Master mode also has an effect on the transmit velocity map.

Pressure Map—Transmit (PressMap)

This is like the VelocMap, but it controls the aftertouch values sent by the K2500 to its MIDI Out
port. Use this exclusively to adjust the response of MIDI devices connected to the K2500"s MIDI
Out port. Changing the pressure map on this page will not affect the response of the K2500’s
sound engine to your MIDI controller. That’s done on the RECV page. See Chapter 17 for
information about editing pressure maps.

Program Change (PChng)

When On, the K2500 will send program change commands to its MIDI Out port when you
select programs or setups from the front panel or from your MIDI controller. Select a value of
Off when you want to change programs on the K2500 but don’t want to send program change
commands to the MIDI Out port. This parameter doesn’t affect the type of program change
command that’s sent; it just determines whether any command is sent at all.

Buttons (Bttns)

If you set the value of the Buttons parameter to On, the System Exclusive (SysEx) messages
generated by your button presses are sent to the MIDI Out port. This enables you to do two
things: control a remote K2500 (or K2000), and record sequences of programming button
presses to a sequencer or SysEx software package.

If you have the MIDI In port of another K2500 (or K2000) connected to the first one’s MIDI Out
port, the second K2500 (or K2000) will respond to every button press on the first K2500 (or
K2000), just as if you were pressing the buttons of the second one. Keep in mind that both
devices must be in exactly the same state (the same page in the same mode, with identical lists
of RAM objects) when you start. Otherwise the button presses you make on the first device
may execute other functions on the second device.

Much more useful is to send streams of button presses to your sequencer. When you dump
them from your sequencer back to the K2500, the K2500 responds as if the buttons were
actually pressed. This enables you to set up a variety of “macros,” which are strings of
commands that can be executed all at once by a single initial command. For example, you can
record a sequence of button presses that enters Disk mode, selects a specific SCSI device, and
loads one or more banks of samples while you do something more entertaining. Again, it’s
important to keep in mind that the state of your K2500 must be identical to its state when you
recorded the sequence of button presses. If you've added or deleted any objects stored in RAM,
for example, the sequence of button presses will select different objects when you play back the
button press sequence.

Note: Make sure this parameter is set to Off before you initiate a SysEx dump of any kind. If
this parameter is On when you start a dump, the buttons you press to begin the dump will also
generate SysEx messages, which will probably corrupt the SysEx dump.

Change Setups (ChgSetups)

Choose KeyUp to indicate that you only want setup changes to take place when you've
released all currently held notes. Choose Immed to indicate that you want such changes to
happen immediately.
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The Receive (RECV) Page

Press RECV to select the Receive page, where you define the K2500’s response to incoming
MIDI signals.

Ea 1cEEanneE 'F g'ﬂs!x!!: E
I h Mode sMultl SCSI _ID: =

M
A
Fl
Ll

otesOff Mormal BerndSmooth: O
AChaTdre iExtended LocalkbdChi:HNone
ozitdrar: 1 Linear BankSelect:Etl 32

- H muinl= H

=
1
11
0
el

=

PARAMETER RANGE OF VALUES DEFAULT
BASIC CHANNEL 1to 16 1

MIDI MODE Omni, Poly, Multi Multi
ALL NOTES OFF Normal, Ignore Normal
PROGRAM CHANGE TYPE (See below) Extended
VELOCITY MAP Velocity Map list 1Linear
PRESSURE MAP Pressure Map list 1Linear
SYSTEM EXCLUSIVE ID 0to 126 0

SCSI ID Oto7 6

BEND SMOOTH On, Off On
LOCAL KEYBOARD CHANNEL  None,1to 16 None
BANK SELECT O only, 32 only, Ctl 0, Ctl 32  Ctl 32
POWER MODE User, Demo User

Basic Channel

The basic channel determines which channel will always be available to receive MIDI
information. Depending on the MIDI receive mode (below), the Basic channel may be the only
receiving channel, or one of several.

MIDI Receive Mode (MIDI Mode)

The MIDI Mode parameter determines the MIDI receiving capabilities of the K2500. When set
to Omni, the K2500 responds to incoming MIDI events on all MIDI channels, and plays them on
the current channel. This is normally used for diagnostic purposes only.

At a setting of Poly, the K2500 will respond only to events that are sent on the same channel as
the K2500’s current MIDI channel (the one displayed on the top line of the Program mode
page). In Poly mode, the currently selected channel is always the basic channel, so if you
change channels, the basic channel changes accordingly.

With a value of Multi (the default), the K2500 will respond to events on all active channels. This
is the mode you’ll use when you're driving the K2500 with a sequencer, since you can play a
different program on each channel. At this setting, you can turn individual channels on and off
(on the CHANLS page, described later in this chapter).

All Notes Off

If this parameter’s value is set to Normal, the K2500 will respond to All Notes Off messages
received over MIDI. Set to Ignore, these messages will be ignored. If you're using a Roland
product as a MIDI controller for your K2500, you'll want to set the value of this parameter to
Ignore. This is because Roland products occasionally send an All Notes Off message even when
notes should normally be sustained. You might find all your sustains missing from your
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sequence, for example, if you're driving your K2500 from one of Roland’s hardware
sequencers. Setting this parameter to Ignore will take care of this problem.

Regardless of the setting for this parameter, the K2500 will always respond to its own Panic
button by shutting off all active notes and controllers.

Program Change Type (ProgChgType)

This determines how the K2500 will respond to program change commands received via MIDL
The value of this parameter automatically matches the value of PChgType on the XMIT page;
changing it on one page will change it on the other. See “Program Change Formats” at the end
of this chapter for an explanation of the various values available for this parameter.

Velocity Map—Receive

The velocity map applies a preset curve to incoming velocity messages. It maps incoming
velocity levels to new levels that correspond to the eight dynamic levels used by the VIRIGs
and keymaps for velocity level selection. See Chapter 17. Normally you'll leave this set to

1 Linear. Adjust this parameter’s value only when you need to alter the K2500’s response to the
velocity messages from your MIDI controller, for example, if you're getting too much or too
little volume when you play, or when you're using a sequencer to drive the K2500.

Pressure Map—Receive

Like the velocity map, this determines how the K2500 responds to incoming pressure
(aftertouch) messages.

System Exclusive ID (SysExID)

The SysExID parameter differentiates between more than one MIDI device of the same model.
You won't need to change the default setting of 0 unless you have multiple K2500s receiving
SysEx messages from a single source. In that case, make sure each K2500 has a different
SysEXID. Then you can direct SysEx messages to the appropriate K2500 with the SysExID byte
that’s included with every SysEx message. A value of 127 specifies “Omni Receive.” That is, at
this value, a K2500 will respond to a SysEx message regardless of the SysEx ID of the message
(as long as the manufacturer and device IDs match—see the Reference Guide for more
information on System Exclusive messages).

SCSIID

Use this parameter to change the SCSI ID of your K2500. You can ignore this parameter unless
you've connected a SCSI device (external SCSI disk or CD-ROM drive) to the K2500"s SCSI
port. You can use either or both SCSI ports to chain up to seven SCSI devices to the K2500 (a
total of eight devices can be chained together); just be sure to set each one to a different SCSI ID.
Most SCSI devices available today make it easy to change their SCSI IDs, so you may not have
to adjust this parameter even if you have several SCSI devices connected. See Chapter 13 for
more information about using SCSI devices.

Bend Smooth

This parameter can improve your K2500’s performance when you're driving it from a MIDI
guitar controller. Its default value is On.

You may find that pitch bending seems to carry over from the previous note to the next note,
causing it to start on the wrong pitch. This is probably due to the automatic pitch smoothing
provided by the K2500. If this is happening, try setting the BendSmooth parameter to a value of
Off.
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v

Local Keyboard Channel (LocalKbdCh)

Note: You won't generally want to change the setting of the Local Keyboard Channel parameter unless
you are using the rack version of the K2500.

The available values for this parameter are None, and 1-16. The default is None, which disables
the local keyboard feature, since you may not want to send your MIDI controller’s MIDI
information to devices connected to the K2500’s MIDI Out port. If you want to use Setup mode
on the K2500, however, you will have to change the setting of this parameter. This is because
LocalKbdCh enables you to take advantage of the K2500’s three setup zones, even if your MIDI
controller transmits on only one MIDI channel at a time.

It is important to understand that a Setup is a control oriented function. On the keyboard
version of the 2500, the keyboard itself will transmit on up to three channels when in Setup
mode. But with the rack, if your keyboard only sends information on one MIDI channel, you
need a way to turn that information on one channel into three channels. This is what the Local
Keyboard Channel parameter does. It takes the signal coming in one channel and turns it into
different information, depending on where you are in the 2500.

The Local Keyboard Channel will change the way the 2500 performs in other modes as well. It
changes the incoming information depending on what you have displayed in the 2500. For
instance, if you are in Program Mode with Channel 5 in the display, then the information
coming in on channel 1 will be turned into channel 5 and you will hear the program assigned to
channel 5. But if you turn Local Keyboard Channel off by setting it to None, then if you send on
channel 1, you will hear the program that is assigned to channel 1, even if you are looking at
channel 5.

Local Keyboard does more than just change the MIDI channel. When Local Keyboard Channel
is set to None, you will notice that the Octav- and Octav+ soft buttons found in Program, Setup,
Quick Access, and Effects Mode do not function. If you use the Local Keyboard Channel
parameter, however, they will function correctly. And you can even use it to change one type of
MIDI controller to another.

Here’s how it works. The K2500 will receive MIDI information on the channel that corresponds
to the value you set for this parameter, and will relay it to its MIDI Out port, using the MIDI
channels currently shown in the display. If you're in Program mode (or in Quick Access mode
with a program selected), the K2500 will relay the LocalKbdCh MIDI information to the
channel to which the program is assigned. If you're in Setup mode (or in Quick Access mode
with a setup selected), the K2500 will relay the LocalKbdCh MIDI information to all the
channels currently shown in the display.

The K2500 will also remap the six controller messages found on the MIDI XMIT page (and in
the Setup Editor). This enables you to receive Modulation (01), Foot (04), Data (06), Mono
Pressure, Sustain (64), and Sostenuto (66) messages from your controller and remap them to
any available value on the K2500’s Control Source List. The chart below will clarify.

The control message ...gets sent to the MIDI control
received from your number assigned as the value for
controller... this parameter on the MIDI XMIT page
Modulation (01) Modwhl

Sustain (64) FtSw1

Sostenuto (66) FtSw2

Foot (04) CPedal

Data (06) Slider

Mono Pressure Press
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The controllers listed in the second column correspond to the control source parameters on the
MIDI XMIT page and in the Setup Editor. When you're in Program mode, the values that
you've set for these six parameters on the MIDI mode XMIT page determine what control
message gets sent to the K2500 and to its MIDI Out port when the K2500 receives the control
messages in the first column. When you're in Setup mode, the values for these same six
parameters on the Setup Editor page determine which control signal is sent.

Here’s a more specific example. Suppose your MIDI controller transmits on MIDI channel 1,
and you've set the LocalKbdCh parameter to a value of 1. You've also set the value of the
ModWhl parameter on the Setup mode page to a value of Volume (MIDI 07) for each setup
zone. Then you've selected a setup that uses MIDI channels 1, 2, and 3. When you send a
Modulation message (MIDI 01) from the MIDI controller, you'll affect the K2500’s volume
(unless the VolLock parameter for Channel 1 is on), and the K2500 will send a Volume message
to its MIDI Out port, on channels 1, 2, and 3.

Bank Select

"BankSelect" allows you to choose between having the K2500 respond to Controller 0 or
Controller 32 or both. The reason for this is that various manufacturers have chosen one
method or the other. The four possible values for this parameter are:

0 only - transmits and responds to controller 0 only.

32 only - transmits and responds to controller 32 only.

Ctl 0 - transmits 0 and responds to 0 or 32.

Ctl 32 - transmits 32 and responds to 0 or 32.

Power Mode

"Power Mode" has two possible values: User and Demo. When set to User, the user’s parameter
settings are retained. When set to Demo the parameters are returned to default values when the
unit is powered up. The default value for the Power Mode parameter is User.

The following parameters are reset when Power Mode is set to Demo; default values for the
parameters are shown in parentheses.

Master Mode - Drum Channel (1)

MIDI Transmit - Control (Both)

Effects Mode - FX Mode (Auto)
FX Chan (Current)
Disk Mode - Current Disk (Floppy)

The unit also remembers what channel you were on and any octave transpose value (it used to
return to channel 1 and 0 transpose).
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The Channels Page

Press the CHANLS soft button to select the CHANLS page, where you can define numerous
parameters for each MIDI channel independently. Use the CHAN /BANK buttons to select the
MIDI channel you wish to work on.

The CHANLS page is very useful when you're doing multi-timbral sequencing, with programs
assigned to numerous MIDI channels. The CHANLS page lets you set several control
characteristics for each MIDI channel. This makes it easy to adjust the playback of the sequence
without editing the sequence itself. For example, you might turn off the Enable parameter for
one or more channels to mute the tracks on those channels. You could also set the VolLock
parameter to On, to ignore any MIDI volume messages the K2500 receives on a given MIDI
channel.

Prodr-am
Far :
LDalume =127 Lallo
QutFPair :Prod

rand Fiano

CHHMLS

PARAMETER RANGE OF VALUES DEFAULT
ENABLE Off, On On
PROGRAM Program list Program ID 1
PAN 0to 127 64 (centered)
VOLUME 0to 127 127 (maximum)
OUTPUT PAIR Prog, A (FX), B (DRY), C(DRY), D(DRY) Prog
OUTPUT GAIN Prog, —12to 30 dB in 6 dB increments Prog
PROGRAM LOCK Off, On Off

PAN LOCK Off, On Off

VOLUME LOCK Off, On Off

Enable

Use this parameter to turn the currently selected channel on or off. When on, the channel will
receive MIDI information, and the settings of the parameters on the MIDI CHANLS page will
be in effect. When off, the channel will ignore all MIDI information.

Program

Use this parameter to assign a program to the currently selected channel. The channel will still
respond to program change commands received via MIDI, unless the PrgLock parameter
(described below) is set to On.

Pan

This will offset the pan position of the current program as set on the OUTPUT page in the
Program Editor. A value of 0 is maximum offset to the left, 64 is no offset, and 127 is maximum
offset to the right. Changing the value of this parameter is like inserting a MIDI pan message.
MIDI Pan (MIDI 10) messages will change the value of this parameter, unless the PanLock
Parameter (described below) is set to On.
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Volume

This sets the volume for any program assigned to the currently selected channel. A value of 0 is
silence, and a value of 127 is full volume. The value of this parameter will change in response to
MIDI Volume (MIDI 07) messages, unless the VolLock parameter (described below) is set to On.

Output Pair (OutPair)

This parameter sets the audio output group for the program assigned to the currently selected
channel. The default value of Prog means that the output group is determined by the program’s
value for the Pair parameter on the OUTPUT page in the Program Editor. In this case, the
channel’s output group will change depending on the program assigned to it, with the output
group being routed on a per layer basis within the program. Values of AB, C, or D fix the
output group regardless of the program that’s assigned to the channel.

Output Gain (OutGain)

OutGain will boost or cut the level at the audio outputs for any program assigned to the
currently selected channel. This allows you to make a program louder or softer without having
to edit the program.

Parameter Locks

Program (PrgLock), Pan (PanLock), Volume (VolLock)

When the parameter locks are set to On, the three parameters they control will not respond to
their respective MIDI controller messages. In that case, you could change the Program, Pan,
and Volume settings from the front panel, but not via MIDI.
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Program Change Formats

Straight out of the box, the K2500 has more programs than the MIDI program change
specification can handle (MIDI lets you send program change numbers from 0 to 127 or 1 to 128
only). So we've designed a system that makes program selection more flexible. This is true
whether you're selecting programs from the K2500’s front panel, or via MIDI.

Program Change Type For use with:

0-127 Older MIDI devices that accept program change commands in the
range from 0-127 only.

Extended Other K2500s (or K2000s) similarly set, plus all other instruments
that use the Bank Change controller

Kurzweil K1200s, and 1000s with version 5 software

QA Bank E Other K2500s (or K2000s) similarly set, when in Quick Access
mode

QA Bank K K1200s and v5 1000s, when in Quick Access mode

QA 0-127 With the K2500 in Quick Access mode, when using it with older
MIDI devices

First of all, the K2500’s programs (and all of its objects) are numbered and grouped according to
a decimal system, that is, in multiples of ten. This is much easier to keep track of than the
binary-oriented groupings of many synths, which feature banks of 8, 16, or 64 programs.

Next, the K2500 gives you 999 program change numbers to work with. These are organized into
ten banks of 100 each (the memory banks). A program’s object ID is its program change
number, as discussed in Chapter 5. This makes it easy to keep track of your programs. The
K2500 can use several different formats for interpreting Program change commands. The
values for the program change Type parameters on the XMIT and RECV page determine which
format is used, and the one you should select depends on your MIDI system.

If you expect you'll always change programs from your K2500s front panel, you can finish this
paragraph and skip the next few sections. In this case, selecting programs is as simple as
entering the program change number (the program’s object ID) on the alphanumeric pad, and
pressing ENTER. Even program numbers above the usual MIDI limit of 127 can be selected this
way.

0-127 Program Change Type

The next simplest system involves connecting your K2500 to an “old” MIDI device—one that
was built before the MIDI Controller 0 program change format was developed. If your MIDI
controller is one of these (if its manual doesn’t mention MIDI Controller 0 program changes, it’s
an “old style” machine), you might want to set the program change Type parameter to a value
of 0-127. This will enable you to select programs 0-127 from the controller. This limits your
range of program selection, but it configures the K2500 to respond predictably to the controller.
(You'll have to select higher-numbered programs from the K2500’s front panel) Of course, you
can still use the Extended format explained below, but in many cases you’'ll have to send two
program change commands to get the program you want.

Note: you can define how the K2500 will respond to and transmit MIDI Controller commands
using the Bank Select parameter, described on page 10-7.
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Extended and Kurzweil Program Change Types

In the early days of MIDI, most instruments had small numbers of memory locations, usually
32, 64, or 128. As instruments began to have more memory locations, however, users ran
against the limitation of only 128 values for program changes in the MIDI spec. Because of this,
Bank Change Controller was added, allowing users to switch between banks of up to 128
programs per bank.

Previous to the addition of the Bank Change Controller, Kurzweil had developed their own
method of switching banks by using two program changes, one to switch the bank, the second
to call up the program within the bank (as described below). The K2500 can respond to either
the Bank Change controller or the double program change method. In a nutshell, the difference
between the Extended setting and the Kurzweil setting is this: In Extended, the K2500 will
receive and respond to both the Bank Change controller and double program change method,
but it will always transmit the Bank Change controller. When set to Kurzweil, the K2500 will
receive and transmit only the double program change method.

Extended Program Changes

If you're connected to a MIDI device that can handle the MIDI Controller 0 program change
format, your flexibility increases considerably. We’ll discuss first how the K2500 receives
program change commands in this format, then how it transmits. In a system of this sort, you’'ll
set the program change Type parameter to a value of Extended (or QA Bank E, but that
explanation comes later).

First, the receiving end. When you're using the extended program change format, the K2500
will respond to either MIDI controller 0 program change commands, or standard program
change commands, but only within certain ranges, as follows:

Program change Range of values Result
command type

MIDI controller 32 (MC 32) Oto9 Selects memory bank 0s—900s
10to 127 Ignored
Standard (PCH) 0to 99 Selects correspondingly numbered pro-
gram in current memory bank
100 to 109 Selects memory bank 0s—900s
110to 127 Ignored
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If your K2500 is already in the memory bank you want to use, you can send it single PCHs from
0 to 99, to select programs within that memory bank. If you want to change the memory bank,
the K2500 must receive either an MC 32 message with value 0-9, or a PCH with value 100-109.
This will select the new memory bank, but will not change the current program. The next PCH
in the range 0-99 will select the correspondingly numbered program in the newly selected
bank. The following table of examples should help make it clear.

1st program change 2nd program change Result:
command received: command received:

PCH: value 64 None 64th program in current bank selected (e.g.
program 264 if in 200s bank)

PCH: value 99 PCH: value 27 27th program in current bank selected (99 is
selected, then overridden by 27)

PCH: value 102 PCH: value 16 Program 216 (200s bank, 16th program)

PCH: value 127 PCH: value 99 99th program in current bank (1st PCH is ig-
nored, since it's above 109)

PCH: value 127 PCH: value 104 No change in current program; 400s bank se-
lected pending next PCH

MC 32: value O PCH: value 99 Program 99 (Os bank, 99th program)

MC 32: value 1 PCH: value 42 Program 142 (100s bank, 42nd program)

MC 32: value 9 PCH: value O Program 900 (900s bank, Oth program)

MC 32: value 9 None 900s bank selected, no change in current
program (bank selection is pending for next
PCH)

MC 32: value 10 PCH: value 99 MC 32 message ignored; 99th program in
current bank selected (e.g. program 199 if in
100s bank)

That’s the receiving end of extended program changes. On the transmitting side, the rules are
similar; if you select a program in the current or another memory bank, two commands are
sent. The first selects the memory bank, and is always an MC 32 type. The second is always a
PCH. Some examples follow. They assume you use the alphanumeric pad, but you could use
the other data entry methods as well.

Front panel selection: Program change commands sent:

99 ENTER MC 32: value 0; PCH: value 99
216 ENTER MC 32: value 2; PCH: value 16
911ENTER MC 32: value 9; PCH: value 11
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Kurzweil Program Changes

When you use the Kurzweil program change format, the rules are similar to the extended
format, but when two Program change commands are sent, the first is necessarily of the PCH
type. The receiving end works as follows:

1st program change 2nd program change Result:

command received: command received:

PCH: value 39 None 39th program in current bank select-
ed

PCH: value 99 PCH: value 27 27th program in current bank select-
ed (99 is selected, then overridden
by 27)

PCH: value 102 PCH: value 16 Program 216 (200s bank, 16th pro-
gram

PCH: value 105 PCH: value 44 Program 544

PCH: value 109 PCH: value 0 Program 900

PCH: value 127 PCH: value 99 99th program in current bank (1st

PCH is ignored, since it's above 109)

PCH: value 127 PCH: value 104 No change in current program; 400s
bank is selected pending next PCH

When you send Kurzweil program changes via MIDI, the K2500 always sends two PCHs. A few
examples:

Front panel selection: program change commands sent:

27 ENTER PCH: value 100, PCH: value 27
99 ENTER PCH: value 100, PCH: value 99
216 ENTER PCH: value 102, PCH: value 16
911ENTER PCH: value 109, PCH: value 11

Quick Access Banks—Extended (QA BANK E)

Using this setting is similar to using the Extended program change format, but it goes one step
further. When receiving, the incoming program change commands are interpreted just as they
are in the normal Extended format. But the resulting program change number, instead of
selecting a program, selects a Quick Access bank entry (you must be in Quick Access mode for
this to work). There are two advantages to using this format. First, it allows you to select both
programs and setups using program changes, without having to switch modes. Second, you
can remap incoming program change commands to select programs or setups with different
IDs. This is handy if the sending unit can’t send program change commands higher than 127.

First, a brief review of Quick Access bank structure. Each Quick Access bank can store ten
entries, each of which can be a program or a setup. Each of the K2500’s 10 memory banks can
store 20 Quick Access banks (except the Zeros bank, which can store 75). Therefore when you're
in Quick Access mode, you have access to 200 (or 750 in the Zeros bank) programs or setups
without leaving the currently selected bank. The QA Bank E program change format lets you
select any one of those programs or setups via MIDI. If you select another memory bank, you
have a different set of 200 programs and setups at your disposal. The programs and setups
aren’t selected by their IDs, as they normally would be. They're selected in terms of their
location within the Quick Access banks.
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We'll discuss the receiving side first. When you're using this format, the K2500 will respond to
either MC 32s or PCHs. The acceptable ranges of values are different, however, as is the
interpretation the K2500 makes. Instead of responding by selecting programs, the K2500
responds by selecting entries within the currently selected Quick Access bank. These selections
are made according to their “chronological” listing within the QA bank without regard for the
IDs of the objects in the QA bank. In most of the memory banks, there are 20 QA banks of 10
entries each, for a total of 200 entries. The program change values the K2500 receives
correspond to the sequential numbering of the entries in the QA banks.

Program change Range of values Result
command type

MIDI controller 32 (MC 32) Oto 7 Selects QA bank On, 1n, 2n, 3n, 4n, 5n, 6n,
7n in current memory bank
10-127 Ignored
Standard (PCH) 0-99 Selects last digit (n above) of QA bank, and
entry within that bank
100-107 Selects QA bank 0On, 1n, 2n, 3n, 4n, 5n, 6n,
7n in current memory bank
110-127 Ignored

Depending on the QA bank entry you want to select, you’ll send the K2500 one or two program
change commands. Sending a single command will let you select from a range of 10 QA banks
and select an entry within that bank (see the table below). To select a different range of QA
banks, send two program change commands.

If you send a single command, it should be a PCH with a value of 0 to 99. If you send two
commands, the first can be either an MC 32 with value 0 to 7, or a PCH with value 100 to 107.
The second command should be a PCH with a value of 0 to 99.

Within the QA Bank E format, the first program change command specifies the range of Quick
Access banks that will be selected. It does not select a different memory bank. In fact, you can’t
change the memory bank via MIDI when using this format. All program and setup selections
are made within the currently selected memory bank. You'll know which memory bank is
selected by looking at the ID of the currently selected Quick Access bank in the top line of the
Quick Access mode page. Several examples follow.
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If the Zeros Memory Bank is Currently Selected

1st program change
command received:

MC 32: value 0

PCH: value 9

MC 32: value 0
MC 32: value 1
MC 32: value 1
MC 32: value 2
PCH: value 100
PCH: value 100
PCH: value 102

2nd program change
command received:

PCH: value 6

None

PCH: value 32
PCH: value 4
PCH: value 28
PCH: value 44
PCH: value 9
PCH: value 99
PCH: value 27

Program Change Formats

Resulting selection:

No change (the K2500 interprets this as
QA bank 0, entry 6. There is no QA bank
0. The lowest valid PCH value in this par-
ticular case is 10, which would select QA
bank 1, entry 0)

Entry 9 in current QA bank

QA bank 3, entry 2

QA bank 10, entry 4

QA bank 12, entry 8

QA bank 24, entry 4

No change (QA bank 0 doesn't exist)
QA bank 9, entry 9

QA bank 22, entry 7

Remember that in the Zeros memory bank, the Quick Access bank IDs go through 75. So if the
Zeros memory bank is the current memory bank, you can enter MC 32 values as high as 7, and
PCH values as high as 107 for the first program Change command. And you can enter PCH
values as high as 59 for the second program change command.

If the 200s Memory Bank is Currently Selected

1st program change
command received:
MC 32: value 0
MC 32: value 0
MC 32: value 0
MC 32: value 1
MC 32: value 1
MC 32: value 2

PCH: value 44

PCH: value 100
PCH: value 100
PCH: value 100

PCH: value 101
PCH: value 101
PCH: value 102

2nd program change
command received:
PCH: value 6

PCH: value 32

PCH: value 99

PCH: value 4

PCH: value 28

PCH: value 44

None

PCH: value 0
PCH: value 99
PCH: value 127

PCH: value 8
PCH: value 36
PCH: value 27

Resulting selection:

QA bank 200, entry 6
QA bank 203, entry 2
QA bank 209, entry 9
QA bank 210, entry 4
QA bank 212, entry 8

No change; MC 32 value 2 is invalid in
200s bank.

QA bank 204, 214, 224, 234, 244, 254,
264, or 274 (tens digit doesn’t change);
entry 4

QA bank 200, entry 0
QA bank 209, entry 9

No change; PCH value 127 is invalid for
QA Bank E format

QA bank 210, entry 8
QA bank 213, entry 6

No change; PCH value 102 is invalid in
200s bank
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There are two more ways to describe the QA Bank E format: one verbal, one visual. The first
(hundreds) digit of the QA bank that gets selected is always the same as the currently selected
memory bank. The QA bank’s second (tens) digit is equal to the value of the first program
change command: either the value of the MC 32 message, or the third (ones) digit of the PCH.
The QA bank’s third (ones) digit is equal to the tens digit of the second PCH. The QA bank
entry that gets selected is equal to the ones digit of the second PCH. The following diagram will
clarify:

1st Program Change command

received: either MC 0 value

or last digit of first PCH value
(when PCH is between 100 and 109)

2nd PCH value
received
Currently selected RAM /

bank (unaffected by ﬁ
Program Change command)

219 5

Resulting Resulting
QA bank Entry

That takes care of the receiving end of the QA Bank E format. The diagram above also explains
the transmitting side. If, for example, you're currently in Quick Access bank 219, and you press
5 on the alphanumeric pad, the K2500 selects for itself whatever program or setup is
programmed for that bank and entry. The K2500 then sends the following two program change
commands to its MIDI Out port—MC 32: value 1, followed by PCH: value 95. The first
program change command is always of the MC 32 type. The currently selected memory bank is
not included the program change command.

Quick Access Banks—Kurzweil (QA BANK K)

In terms of receiving program change commands, this works almost exactly like the QA Bank E
format. The only exception is that within the QA Bank K format, the K2500 expects the first
program change command to be of the standard program change command type. MIDI
Controller 32 messages will not be recognized.
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The transmitting side of this format is similar to the QA Bank E format as well, as the following
diagram shows. The banks and entries you select are translated into two standard program
change commands sent in rapid succession.

Current QA
Bank

100
105
110
119
48

117

QA 0-127

Currently selected
Quick Access bank

Entry selected from
alphanumeric pad (or
other data entry method)

NS

219 5
RN

Third (ones) digit
of first PCH sent

Entry from
alphanumeric
pad

o

N A O O ©O O © © O © O O O O ©

Program change
commands sent

100
100
100
100
100
101
101
102
102
107
100
100
101
101
104
101

Value of 2nd
PCH sent

10
19
20
29
99
0

99
0

99
59
0

59
99
99
84
77

Finally, there’s the QA Bank format for use with older MIDI devices (Program change
commands 0-127 only). It works similarly to the other QA formats, but the allowable range of
values is limited to 0-107. The K2500 expects to receive PCHs of value 0-99 to select a bank and
entry, or a pair of PCHs, the first having a value of 100-107 to select a different 10-bank range.

When you select an entry with the alphanumeric pad while in QA mode, the K2500 sends two
PCHs, the first with a value of 100-107, the second with a value of 0-99.
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The Soft Buttons in MIDI Mode

The first three soft buttons select the three MIDI mode pages. The PrgChg soft button lets you
send a program change command on any MIDI channel. The RsetCh soft button lets you return
all channel parameters to their default values. The Panic soft button sends an All Notes Off and
an All Controllers Off messages to the K2500 and on all 16 MIDI channels.

Program Change (PrgChg)
When you press this soft button, a dialog appears:

Send Prodram Chande:
On Channel  1: Send Prodram EE

Chan— | Frod

This dialog lets you send program changes out the MIDI Out port, but does not change internal
programs.

The CHAN/BANK buttons, the Up/Down cursor buttons, and the Chan- and Chan+ soft
buttons can all be used to change the channel on which the program change command will be
sent. The Left/Right cursor buttons, the Plus/Minus buttons, the Alpha Wheel and the Prog-
and Prog+ soft buttons can all be used to change the program change number that will be sent.
When you've set the channel and the program change number, press the Send soft button to
send the program change command. Or press the Cancel soft button if you don’t want to send
it.

You can change the channel and the program number as many times as you want before you
press Send. You also can use the alphanumeric pad to select a program number directly.

Reset Channels (RsetCh)

When you press this soft button, the K2500 will ask you if you want to reset all channels, and a
pair of Yes/No soft buttons will appear. If you press the Yes soft button, all settings on the
CHANLS page will return to their default values. For example, you may have set several MIDI
channels to route their audio to Output Group B for a special project. When the project’s over,
you can reset the Channels to restore the audio routing to each individual program (a value of
Prog), rather than selecting each channel’s page and setting the Pair parameter back to a value
of Prog. Press the No soft button if you decide not to reset the channels.

Panic

This soft button sends an All Notes Off and All Controllers Off message both to the K2500 and
over all MIDI channels.
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Chapter 11
Master Mode

Press the Master mode button to enter Master mode, which contains parameters affecting the
K2500's overall performance.

The Master Mode Page

On the Master mode page you'll find parameters for setting the overall tuning and transposition of
the K2500, the MIDI channel to be used for drum programs (explained below), and for several
keyboard, audio, display, and programming adjustments. You can also enter the sampler from the
Master mode page

el

e ]
:Steren

Transkose

l. 1x
OutE— M1

DrumChan  : _ QutA->Fx L+RE
DelTowckh : 1hear Contrast @
PressTouch: 1hear
i : u]
PARAMETER RANGE OF VALUES DEFAULT
TUNE + 100 cents 0
TRANSPOSE + 60 semitones 0
DRUM CHANNEL 1to 16 1
VELOCITY TOUCH Velocity Map list 1Linear
PRESSURE TOUCH Pressure Map list 1Linear
INTONATION Intonation Table list 1 Equal
OUT A PAN MODE Mono, Stereo Stereo
OUT B PAN MODE Mono, Stereo Stereo
OUT A EFFECTS POSITION L Only,L +R L+R
Tune

Adjusting the value of this parameter will tune every program in the K2500 by the amount you
specify. Tuning can be adjusted up or down 100 cents (one semitone) in one-cent increments. This
parameter is useful for tuning up with recordings and acoustic instruments. Adjusting the tuning in
Master mode does not change the settings on the PITCH page of individual programs, but will be
added to any adjustments you make there. Master mode tuning adjustments affect only the K2500s
notes.

Transpose

Like the Tune parameter above, Transpose will affect every K2500 program, but not those notes sent
to the MIDI Out port. You can adjust the MIDI transposition on the XMIT page in MIDI mode.

Drum Channel

Most K2500 programs have a maximum of three layers, which is enough to create just about any
sound you can think of, especially when that sound covers most or all of the keyboard. But what do
you do if you want to create a program with a dozen or more different sounds across the range from
C0to C8, and you want to be able to run each sound independently through a set of DSP
functions?

Drum programs allow you to do exactly that. They can have up to 32 layers, and each layer has all
the programming features of regular programs—its own keymap, its own algorithm, etc. We call
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them drum programs because a likely application for this type of program is to create drum kits
with many different percussion timbres. You can assign any keymap to any layer, however, to create
as complex a program as you want. All those extra layers create a lot of information for the K2500's
sound engine to process. Every bit of information that’s sent to the sound engine is associated with
one of the MIDI channels. The K2500’s sound engine has enough processing power to handle three
layers” worth of information from 8 channels, and 32 layers’ worth from the other 8. By default,
MIDI channels 1-8 are defined as drum channels.

If you'd like, you can use the DrumChan parameter to define a channel numbered higher than 8 to
be a drum channel. In this case, the channel you choose, along with channels 1-7 will be your drum
channels. For example, if you set DrumChan to 13, then your eight drum channels will be 1, 2, 3, 4,
5,6,7, and 13. If you set DrumChan to a value of 8 or less, however, your drum channels will always
bel,2,3,4,5 6,7, and 8.

Drum channels are the only channels that can have drum programs (any program with more than
three layers) assigned to them. So when you're in Program mode, the current MIDI channel must be
a drum channel if you want to assign a drum program to it. If you're in Program mode (or in Quick
Access mode with a program selected) and the current MIDI channel isn’t a drum channel, the
drum program’s name will be in parentheses and the box at the left of the Program mode display
will tell you which channels are the drum channels. If you're in Setup mode (or in Quick Access
mode with a setup selected) and the current MIDI channel isn’t a drum channel, the drum
program’s name will be enclosed in parentheses. In either case, the program will not play. Setting
the DrumChan parameter to match the current MIDI channel (or vice versa) will restore the drum
program to normal operation.

Velocity and Pressure Touch

These two parameters are only used by the keyboard version of the K2500, and have no function in
the K2500R. If you are using a K2500R, you should leave them set to their default values.

If you change the setting of the Veltouch parameter, remember that it also has an effect on the
transmit velocity map (set on the MIDI XMIT page).

Intonation

Most modern western music uses what is known as equal temperament. This means that the
interval between each semitone of the 12-tone octave is precisely the same as every other interval.
Many different intonation intervals have evolved over the centuries, however, and the K2500
supplies you with 17 different intonation “tables” to choose from. (There’s also an eighteenth "table"
listed, which we'll describe in a moment.) By changing the value for this parameter, you select from
among the intonation tables stored in the K2500’s memory. Each of these tables defines different
intervals between each of the semitones in a single octave.

Scroll through the list of Intonation tables, and listen for the differences between semitones. Some of
the intervals between semitones may be quite different from equal intonation, but you'll notice that
all notes are precisely tuned with notes that are an octave apart. This is because the intonation tables
set the intervals within a single octave, and apply those intervals to each octave. If this doesn’t make
sense, the explanation of the Intonation Table Editor, in Chapter 17, will help clarify things. If you're
hoping to create fully microtonal tunings by editing intonation tables—sorry, that’s not possible. But
you can create microtonal tunings using the Keymap Editor; see Chapter 15. There’s a list of the
intonation tables in Chapter 17; descriptions of each can be found in Chapter 5 of the Reference
Guide.

Determining the version number of your ROM Objects (Intonation Table 18)

As you're scrolling through the list of intonation tables, you may notice a listing for an eighteenth
intonation table with a name such as "18 Obj vn.n". This isn’t really another intonation table. Rather,
this is where the K2500 stores the version number of your ROM objects. If you ever need to find out
what version of ROM objects you've got loaded, this is where you look. Simply go to the Master
page, then scroll the Intonation parameter until 18 is displayed. And don't forget to return to your
correct intonation table when you’ve checked the version number of your ROM objects.
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Outs A and B—Pan Mode

The parameters OutA->Mix and OutB->Mix determine the panning of the audio signal for output
groups A and B at the MIX outputs. If they're set to Stereo, then whatever panning is applied to each
program (as set on the OUTPUT page in the Program Editor) will show up at the MIX outputs. If
either of these parameters is set to Mono, then programs routed to the corresponding audio output
group will send all of their sound equally to both MIX outputs, regardless of any panning that
might be applied to them on the OUTPUT page. This is a quick and convenient way to convert the
MIX outputs into two mono outputs. Output groups C and D are permanently set to Stereo, and
cannot be changed.

Out A Effects Position (Out A->FX)

This parameter is intended for special cases when you want an additional separate output that
doesn’t go through the K2500's effects processor. A value of L Only bypasses the effects processor
for all sounds assigned to the right side of Output Group A.

There’s more than one way to set this up; we’ll give you one possible example that should get you
started. You're going to play a multi-timbral sequence. You want to send your percussion sounds
through an external effects box. You want your lead sound to go through an external fuzz box. You
want the rhythm section to use the K2500’s internal effects. Finally, you want to send all the sounds
through the K2500’s MIX outputs so you'll use only two inputs on your mixing board. This is done
by using stereo insert cables in the separate outputs, which enables you to loop sounds through
external devices, back to the K2500, and through the MIX outputs. See Chapter 18 for more
information about using stereo insert cables.

The percussion sounds are routed to the B outputs (this is done on the OUTPUT page in the
Program Editor). You connect the stereo end of an insert cable in each of the K2500's B outputs. The
send sides (tips carry signal) of the insert cables are connected to the inputs of your effects box. The
return sides (ring receives signal) are connected to the return jacks on the effects box. The percussion
sounds will now appear at the K2500’s MIX outputs without going through the internal effects
processor (sounds routed to Output Group B never go through the internal effects).

All the other sounds are routed to Output Group A. The lead sound is panned fully right, and the
rhythm sounds are panned fully left. You connect an insert cable to the A Right output. The send
side of the insert cable goes to the input of your fuzz box, and the return side goes to the fuzz box’s
return or output jack. The lead sound will now appear at the right side of the MIX outputs. The
rhythm sounds will appear at the left side of the MIX outputs. At this point, the K2500’s internal
effects will be applied to the lead sound as well as to the rhythm sounds. You don’t want the
internal effects applied to the lead sound, so you set the value of the Out A->FX parameter to L
Only. Now the lead sound will be dry and the rhythm sounds will be wet.

You want the lead and rhythm sounds to be centered in the mix, so you set the Out A->Mix
parameter to Mono. This sends both sounds at equal levels to both the MIX outputs, but the lead
sound is still dry.

Contrast

Use this parameter to adjust the contrast of the display, to adapt to different lighting conditions. The
K2500 will remember your setting even when you power down.

Confirm

Confirmations are special displays that the K2500 shows you when you are about to alter memory
permanently. The confirmations ask if you really want to do what you're about to do, and give you
another chance to cancel the operation you're about to execute. With the Confirm parameter set to
Off, these prompts do not appear. You'll still be alerted before doing something that might cause
you to lose your work.
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Intonation Key (Intona Key)

This sets the tonic, or base note from which the currently selected intonation table calculates its
intervals. If you select G as the intonation key, for example, and the intonation table you select tunes
the minor 2nd down by 50 cents, then G# will be a quartertone flat relative to equal intonation. If
you change the intonation key to D, then D# will be a quartertone flat. If you use non-standard
intonations, you'll want to change the intonation key as you change the key you're playing in.

You can also set the intonation key from an external MIDI device. Note On events at C -1 through B
-1 (MIDI note numbers 0 through 11) will set the intonation key at C through B, respectively.

To trigger notes in the range required to set the Intonation key, you can transpose the K2500
temporarily from its front panel, or from your MIDI controller if it has the ability. Alternatively, you
could create a setup with just the lowest octave transposed down two octaves, then select it when
you want to change the Intonation key. If you're driving your K2500 from a sequencer, you could
simply insert the appropriate note events anywhere in the sequence to change the intonation key.

The Soft Buttons in Master Mode

MIDI

Object
This soft button brings up the object utilities. They’re described beginning on page 11-6.

Delete

This soft button brings up the file dialog, enabling you to erase sets of objects, either entire banks or
all objects, from RAM. If the Confirm parameter on the Master mode page is set to a value of On,
you'll be given an extra chance to cancel before the set of objects is actually deleted. Once the
deletion is complete, the objects are irretrievable, so you may want to save objects to disk before
deleting them from RAM.

To delete individual objects, use the functions that are available when you press the Object soft
button.

util
With this button you call up the Utility page, which gives you access to four analytic and diagnostic

tools. Double pressing the two center soft buttons from any editor is another way to get to the
Utility page. The Utility page looks like this:

Select what to disElad:

The MIDI soft button launches MIDIScope™, a useful subprogram that lets you monitor the MIDI
messages from the K2500’s keyboard and those received via MIDI. This is a good way to make sure
you're receiving MIDI from MIDI masters. It’s also good for making sure your controls are assigned
where you want them, checking your attack velocities, etc.

The Objects soft button displays the entire list of objects stored in RAM. This is an easy way to
check the object ID of any object you've created. You cannot manipulate objects, though, as you can
with the Objects Utility (see page 11-6).

When you press the Voices soft button, the display shows the K2500’s active voice channels as you
play. Blocks of capital Xs in six columns of eight represent the 48 notes that the K2500 can play
simultaneously. The Xs change to lower case xs, then to commas and periods, then finally drop out
as each voice releases or decays to silence. This feature gives you an indication of the envelope level
of each voice, though not necessarily the volume level. Nonetheless, this can give you a valuable

11-4



Master Mode

Guitar/Wind Controller Mode

indication of how your voices are being used. For example, if all or most of the voices are being
represented by capital Xs on this screen, then there’s a good chance that when voice stealing takes
place an audible voice will be reallocated.

Use the Stealer soft button to select a display that will show how the K2500 is allocating its 48 voice
channels. When you trigger a note, the note number will appear in one of the display’s three
columns, and will remain visible while the note is sustained. The four-digit numeral you see is an
internal value that has no direct significance. As long as fewer than 48 voice channels are being
used, new note numbers will appear as you play additional notes, and the note numbers for notes
that have decayed or have been released will disappear. When all 48 voices have been activated, the
display will show which voice channels are shut off (“stolen”) to enable new notes to play.

Press the Done soft button when you are finished with the Utility page. This is the same as pressing
the Exit button.

View
Press the View soft button to see the current program in large type. Press it again to return to
the normal view.

Sample

Press the Sample soft button to enter the K2500’s sampler. Refer to Chapter 15 for complete
information on the sampler.

Reset

Press the Reset soft button if you want to return your K2500’s memory to the state it was in when
you bought it.

Caution! The K2500 will ask you if you want to delete everything (meaning all RAM objects), and a
pair of Yes/No soft buttons will appear. Press No if you want to keep any objects you may not have
saved. Press Yes, and everything stored in RAM will be erased. All parameters will be restored to
default values. After a few seconds, the K2500 will return to the Program mode page.

Guitar/Wind Controller Mode

If you are using a wind controller or guitar controller with your K2500, you may not always get the
sound you expect. Since these controllers will sometimes send a MIDI Note On command before
sending Breath or Volume data, the attack transients that characterize each instrument may be lost.

Therefore, the K2500 provides a special mode that may improve its response to your guitar or wind
controller. To enter Guitar/Wind Controller mode, press both Chan/Bank buttons while in Master
mode, then confirm with the Yes soft button.

Ernable Guitar~<HWind controller mode?

Guitar/Wind Controller mode slightly delays MIDI Note On and Note Off commands, so that
response to pitch bend and other expressive components of a note will be more accurate. If you are
hearing a "glitch" in the attack of notes from your guitar or wind controller, you should try setting
your K2500 to this mode. Keep in mind, however, that since this mode slightly changes the order in
which MIDI commands are sent, it may affect the performance of the K2500 under some
circumstances.

When you reboot the K2500, it will reset Guitar /Wind Controller Mode to off.
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Object Utilities

Object Utility functions are useful for moving or copying objects into various banks, naming or
renaming objects, deleting objects, and dumping objects over MIDI. To access these functions,
press the Object soft button while in Master mode. You will see the following screen:

Select database function:

The soft buttons are used to choose the various object utility functions.

Move Move selected objects to a new bank or a specific starting ID.

Copy  Copy selected objects to a new bank or a specific starting ID.

Name Name selected objects.

Delete Delete selected objects.

Dump Dump selected objects over MIDI.

Done  Exit from the object utilities.

Each function's multiple object selection interface is identical to the one used in the Save
Objects dialog. For a complete description of this interface, see the "Saving Individual Objects"

section on page 13-24. Here is what the Move object screen would look like (with several
objects selected):

L= ML

=~Eg - T
16 Crash C 45 Jd41K
HewBeat.OFken C 45 1322k
M lt1 | _ance ]|

The name of the function is displayed on the top line:

If you press Cancel while in one of the object utilities, you are returned back to the Object
Utilities page (the "Select database function:" screen pictured above.) Any objects that were
selected when you pressed Cancel will still be selected if you subsequently enter a different
object utility (by pressing a different soft button such as Name, for instance.) The selections are
reset when you exit the Object Utilities page (by pressing the Done button.)

All of the features of the Save Object dialog are accessible here:
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You can use the Multiple Object Selector (described on page 13-32) to select ranges of objects
according to object types, IDs, strings in the object names, or dependent relationships.

You can quickly select or deselect all objects using the Left/Right cursor and Up/Down
cursor double-presses.

You can audition any of the Program, Keymap, Sample, and Song objects by pressing either
the Left or Right cursor arrow button, when the desired object is highlighted. Songs will play
until either cursor is pressed again. To audition a Program, Keymap, or Sample object, play a
note on your MIDI controller (after pressing the Left or Right cursor button). (K2500R users
also have the shortcut of holding the CANCEL button, then pressing the numeric keys to play
notes.)

Pressing Move from the Object Utility page takes you to the Move utility. The Move utility
allows you to select any group of objects and move them to a different bank. If you select
several objects of a single type, then you are allowed to set a specific starting ID for the objects,
of any number (0-999). For instance, you could move a group of samples from scattered IDs to
a continuous range of IDs starting from ID# 354.

If you move objects that are dependent objects of other objects (such as samples that are
dependents of a particular keymaps,) the parent objects are automatically relinked to their
dependents that have moved. What this means is that you can move any objects to any new ID
numbers, without having to worry if your programs, keymaps or songs will still play correctly.

Moving a Single Object
If you select a single object to move, you will see a dialog similar to the Save/Replace dialog
you see when saving any object.

Mowe Awesome Click to:UEIEER
trerlace Clicka

Moving Multiple Objects

Select the objects that you want to move, then press OK. You will see the following dialog;:

Mowe to bank:

6@, . . 495
SEaE. . . 599
CEEERE SRR ET=EN

This is similar to the Load function, where you are asked to choose a bank and mode for
loading. If you have selected more than one object, and all of the selected objects have the same
type, then there will be an additional mode available, "ID":
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Copy

VRN CEEERE N RS
Here is a description of the above soft buttons:

Append Try to use each object's ID offset within its current bank as the ID offset within the
specified destination bank. If there is already an object at this offset in the new
bank, increment the ID until a free ID slot is found. For example, if you were
moving Programs 202, 209, 217, and 230 to the 400's bank, which already has a
program at 409, the resulting IDs for the moved programs would be 402, 410, 417,
and 430.

Fill Use consecutive numbering for each object that is moved, starting from the
beginning of the specified destination bank. Any object IDs that are already being
used in the specified bank will be skipped over. For instance, if you were moving
Songs 300, 315, 489, and 841 to the 200's bank, which already contains Songs 200
and 203, then the moved songs’ ID numbers would be 201, 202, 204, and 205.

ID Use consecutive numbering for each object that is moved, skipping over IDs that
are in use (like Fill mode), starting from the ID that you specify. You will see the
following dialog when you press the ID soft button:

Select starting ID: ERSEE

Cancel Return to the Move object dialog.

The objects are moved as soon as Append or Fill is pressed, or when a starting ID is selected.
After the Move function completes, you will still be in the Move object dialog, and you will still
be scrolled to the previously highlighted object, even if it has moved to a new ID.

Keep in mind that when you only select one object to move, you can replace another object.
However, when you select multiple objects for moving you cannot overwrite any objects.

Pressing Copy from the Object Utility page takes you to the Copy utility. The Copy utility
allows you to select any group of objects and copy them to a different bank. Only object data is
copied, and not sample data. If you copy a sample object, you will end up with a "copy sample”
that points to the same region of sample RAM as the original.

The operation of the Copy utility is identical to the Move utility just described.

If the objects to be copied in a single operation include any objects grouped together with any
of their dependents, the new copies of the parent objects will reference the new copies of the
dependent objects. As an example, suppose you select Song 400 and its three dependent
programs, Program 200, 210, and 303. If you copy all of these objects at once into the 700's
bank, using Fill mode, you will see the copies at Song 700 and Program 700, 701, and 702. Song
700 will reference the copies of the programs (at 700, 701, and 702.) In contrast, if you had only
made a copy of Song 400 as Song 700, the song would reference the old programs (at 200, 210,
and 303.)
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The Name utility allows you to rename an object without entering an editor. You can also use
this utility to rename one or more objects with the same name. This is much faster than
renaming each object individually. A lot of times you might want several objects to have the
same name except for a unique identifier at the end of the name. Using this utility function, you
could assign a common name to multiple objects at once, and then quickly name each one a
little differently.

When you press OK after selecting objects, you will see the following screen prompting you for
an object name, with a suggested default:

ObJect Name: Zither

The default name that you are presented with is taken from the highlighted object in the object
list, whether the highlighted object is selected or not. This makes it easy to copy the name of
one object on to another.

As in all naming dialogs on the K2500, you can do a double-press of the Left/Right cursor
buttons to put the naming cursor on the last character of the string. This is helpful when
putting unique characters at the ends of names.

Left/Right cursor button double-press -> Move cursor to the end of the name

Delete

The Relink-by-Name feature (described earlier) relies on there being unique names for
dependent objects of the same type, so it is a good practice to make object names unique,
particularly samples.

The Delete Objects utility is very useful for reclaiming unused object and sample RAM in your
K2500. This utility allows you to select any arbitrary group of objects for deleting, and audition
them if necessary before getting rid of them. This can be a convenient way to delete individual
or selected groups of objects. However, if you want to delete an entire bank or everything in
RAM, the Delete soft button on the Master Mode page is quicker.

If any of the selected objects have dependents that were not selected, you will see the question:

Delete derendent aokbJects?

If you answer Yes to this question, all dependent objects of the selected objects are deleted,
unless they are being used as dependents of other objects that are to remain in memory.

Answering No will delete only those objects that were selected.
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Dump

This utility is for dumping selected objects over MIDI. If any of the selected objects have
dependents that were not selected, you will be asked the question "Dump dependent objects?".

Press OK to initiate a MIDI System Exclusive dump of the selected set of objects, one by one out the
MIDI Out port of the K2500. Dumping everything can generate massive dumps, so you should
know the limits of the device you're dumping to.You can cancel the dump at any time with the
Cancel soft button.

Note that only sample objects (which contain the Start, Alt, Loop, and End points, as well as the
values of all parameters found on the MISC page in the Sample Editor) are dumped by this
utility, and not RAM sample data. (RAM sample data can be dumped via the MIDI Sample
Dump Standard from within the EditSample page. See Chapter 10 of the Reference Guide for
more information on the MIDI Sample Dump Standard.) Dumping the sample object of a RAM
sample is not very useful because the sample memory address ranges are fixed in the object.
This means that if you load the sample object back into the K2500 via MID], there is virtually no
way it will point to and play back the same area of sample memory as when it was dumped, let
alone the same sample data. However, this can lead to some interesting results.

Sample objects that reference the K2500’s ROM sample area will reference the same area when
you load them back in via MIDI.

Accessing the Object Utilities from the Editor

The object utilities can also be accessed while editing any object. This is provided as a
convenience, for example to be able to do certain housekeeping work such as deleting samples
to free up room in your sample RAM, or making copies of objects. Access to the utilities can be
done by pressing the Object soft button from any Save/Replace dialog in the editor:

Save Train Wreck as:’!!}’.ﬁlﬂ
trerlace Train Weeck

You can get to this Save/Replace dialog when editing an object by either exiting after you have
modified the object, or pressing the Save soft button.

If you try to use the Copy utility to copy the exact object you are in the process of editing, you
will make a copy of the edited version. With sample objects this would be one way to save off a
copy sample that references a small part of a much larger sample. You could remain in the
sample editor, and continue to edit the larger sample, by pressing Done followed by Cancel
after making the copy. This may be a faster way to save many "snippets" out of a sample than
continually re-entering the sample editor after saving copy samples to different IDs.

When using the Object Utilities from within the editor, you must be careful not to delete any of
the objects you are currently editing. This could have unpredictable results.
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Chapter 12
Song Mode

Getting Started with the Sequencer

The K2500’s sequencer is a powerful and versatile tool for songwriters, composers, and anyone
else who needs to record and play back songs. As with any tool, however, it’s best to start with
the basics. This section begins with a tutorial where you will record a song, then shows some of
the mixing capabilities of the sequencer. If you are familiar with other sequencers, you will
have no problem using Song mode in the K2500. Read through this section, however, to learn
about the features that make the K2500’s sequencer unique.

What is a Sequencer?

A sequencer is similar in some ways to a multi-track tape recorder: you can record and play
back all sorts of music and sounds, layer sounds on top of other sounds, and change or
manipulate things that you've previously recorded. Unlike a tape recorder, however, you do
not actually record sounds with a sequencer. Rather, you are recording commands that cause
sounds to be played. Nonetheless, we will sometimes explain sequencer features by drawing
analogies to familiar tape recording techniques such as splicing and overdubbing.

There are several advantages to recording a song by sequencing. For one thing, sequencer
commands take up much less disk space than digitally recorded music would, so you can get a
lot of information (i.e., music) on a single floppy disk. Furthermore, you can easily make
changes to your sequences. For example, you can change individual notes, transpose parts, or
change instrumentation. Lastly, you can share the sequences you create with other musicians.

A Word about the Local Keyboard Channel

Before you being sequencing, we’d like to remind you about the Local Keyboard Channel
parameter on the MIDI Receive page (described on page 10-6). Local Keyboard Channel is
especially important for sequencing with the rack mountable K2500R, since it enables you to
record on different tracks without constantly switching transmit channels on your controller.
Therefore, you should do the following before you begin sequencing with the K2500R (or any
K2500 model, when using an external controller):

Set the Local Keyboard Channel on the MIDI Receive page to a specific channel (1-16).
Set your controller (e.g., keyboard) to transmit on the same channel.

Performing the above two steps means that you'll be able to hear the individual channels (each
of which is assigned by default to a separate record track) as you scroll through the different
record tracks in the K2500’s Song mode. Local Keyboard Channel performs a "re-channelizing"
function that makes this happen.

Patch Through

There’s one more use for Local Keyboard Channel. With any model of the K2500, the Local
Keyboard Channel parameter lets you "patch through" (also known as "soft through") to
external sound modules. When Local Keyboard Channel is enabled, the K2500 takes the
rechannelized information and sends it out the MIDI port. This lets you hear an external
module while you are recording a track assigned to that module.
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Tutorial: Recording a song

In this tutorial, we’ll record a song by using the steps described below. Bear in mind, though,
that this is just one approach to sequencing a song. This example includes:

Assigning programs to channels

Recording a drum loop

"Unlooping" the drum track and adding the remaining instruments
Mixing the song

Assign Programs to Channels

Start by deciding what instruments you want to use in the song. Suppose you want to record a
bass /drums / organ rhythm track with a lead instrument on top. You’ve decided to use:

Jazz Kit (Program No. 52)

Mix Bass (Program No. 80)
Gospel Organ (Program No. 97)
Brt Saxy Lead (Program No. 46)

Set up your K2500 so that each of these instruments is on a separate MIDI channel. Since Song
mode automatically assigns each channel to a separate sequencer track (1-16, consecutively),
you'll then be all set when you start laying down tracks, and won’t have to go scrolling through
the program list. Don’t worry about changing your mind later, though, since you can always
make changes after you've recorded your initial tracks.

It will be most logical to assign Jazz Kit to one of the drum channels, such as channel 1. If you
want to put the drums on a channel that isn’t a drum channel, though, you’ll have to change the
drum channel on the Master page (see page 11-1). For the sake of simplicity, however, we'll put
the drums on channel 1 and assign Mix Bass, Gospel Organ, and Brt Saxy Lead to channels 2, 3,
and 4.

Follow these steps to assign the programs to separate channels:

1. Press the Song mode button to enter Song mode. The screen will look something like
this:

Record track is set to track 1

HE;HE
Frodram: 1 chustlc Fiano 1:1

|_Track I.EEE ﬁ%ﬁzﬂmﬁiﬁg

Notice that the sequencer is ready for you to record a new song, and the record track
(RecTrk) is set to track 1. If "1 NewSong" doesn’t appear in the CurSong field, press the
MISC soft button, then press the New soft button on the MISC page. You will be returned
to the MAIN page, and CurSong will say "1 NewSong."
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2. Use the down arrow button to move the cursor to the Program field.

When this field is highlighted, type "52" then press the ENTER button. You've now
assigned "Jazz Kit" to channel 1.

Prodram:

(A i e e el

NOTE: If "52 Jazz Kit” appears in parentheses, it means that the current channel is not a drum channel.
You can either go to the Master page to change the drum channel, or assign the drums to a current drum
channel in Song mode.

3. Now use the up arrow button to highlight the RecTrk field.
Change RecTrk to "2". You can use either the alpha wheel or the keypad.

4. Return to the Program field, and set it to ''80 Mix Bass".

Frodram:

Track -
]:

E______________
FStor BEraocl MISC WMTHER

Notice that the "R" on the Track line, which stands for "Record", has moved to track 2. Also

notice how each of the sixteen tracks has a default channel associated with it. You could

change this if you wanted to, but most people find it easiest to associate track 1 with
channel 1, track 2 with channel 2, etc.

5. Repeat the above two steps to assign '"97 Gospel Organ" to channel 3 and "46 Brt Saxy
Lead'" to channel 4.

You've now chosen the programs for your first sequence. It's important to realize, though,
that you have not recorded them yet. They will be there when you need them, but they
have not yet been included in a song. Also, don’t forget that you can change the program
assignments any time before or after you record the song.

Record a Drum Loop

Our song will be based around a four measure drum loop that we’ll record now. Then, a little
later on, we'll "unloop” the drum track and really start jamming.

The length of the drum loop is determined by the current endpoint, so we’ll start by recording 4
measures of silence to set the endpoint.
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1. SetRecTrk to"1" then press the Record soft button. The Song Status indicator (top right

hand corner of the display) flashes "REC READY".

song status indicator —

Track E

E_______________
Recoroll Floy | Stor JBeraccl Mise WUTHER |
Locat parameter

shows current measure
and beat number

2.  Press the Play soft button. The Song Status indicator now reads "RECORDING".

The K2500’s built-in metronome will begin clicking, and the Song mode LED will also

flash at the current tempo.

Notice the "Locat" parameter on the right side of the display, which shows the current
measure and beat number. When you begin recording, the K2500 will provide you with a
four beat count-off, during which time Locat’s measure and beat number will be preceded

by a minus sign.

Since we are recording four measures of silence, press the Stop soft button as soon as Locat

reads "4:4".

ﬁ NOTE: The sequencer will truncate to the nearest downbeat, so aslong as you press Stop before Locat
LY/ reads"5:2" (but after it reads 4:4) you'll be alright. Don’'t worry about thistoo much, though, sincein the

next step we'll show you how to check (and change, if hecessary) the endpoint.

When you press Stop, you'll be asked to confirm and name this song. Even though we’ve
just recorded four measures of silence, when you save it and give it a name it’s officially a

song.

For the purposes of this example, we’ll assume that you pressed Stop a few beats too late.
You'll see how easy it is to correct this sort of thing in the Event Editor.

3.  On the Song mode MAIN page, make sure that the cursor is highlighting any field

other than the Program field, then press the EDIT button.

If the Program field is highlighted when you press EDIT, you'll enter the Program Editor,
which is not what you want to do right now. The EditSong: COMMON page appears:
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Now press the EVENT soft button to bring up the Event Editor, which will look
something like this:
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As you can probably decipher, the Event Editor gives you access to an editable list of all
note, controller, and other MIDI events that Song mode uses to describe your sequence.
While you're looking at the Event Editor, notice the data that the sequencer keeps track of,
even when no notes are played.

Use the Alpha wheel to scroll to the bottom of the event display.

The last event listed is your endpoint, which should be the first beat of the measure
following the last measure you want to record. For our four measures of silence, then, the
endpoint should be 5:1. The display below, however, shows that five measures have been
recorded:
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Fortunately, it's quite easy to change the endpoint from "6:1" to "5:1" to remove the extra
measure that’s been accidentally recorded. (If your endpoint is at 5:1, you won’t need to
change it now. If, however, your endpoint is less than or greater than 5:1, you should
proceed with the next step.)

Check the endpoint, and change it if necessary.

To change the endpoint from 6:1 (or any other incorrect value) to 5:1, press the right arrow
button to position the cursor in the Bar:Beat:Tick column ("6:1.000" in the above example).
Type "51000" then press the ENTER button. The endpoint is changed, and the song is now
four measures long.

Press EXIT to return to the SongMode:MAIN page.

If you've made changes in the Event Editor, confirm them now.

Make sure that record mode and play mode are set to ''Loop."
From the SongMode:MAIN page, press the MISC button. Set the RecMode parameter on
the SongMode:MISC page to "Loop".

The PlayMode parameter should already be set to "Loop". If it isn’t, turn the alpha wheel
until "Loop" is highlighted.
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RecMode & PlayMode parameters Quantize parameters
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Turn on Input Quantization.

While you're on the MISC page, take a look at the quantize parameters (Quant, Grid, and
Swing) in the middle column of the page. Quantization is a very useful feature, especially
for the rhythmically challenged. When you quantize a track, the sequencer moves the
elements of that track closer to a grid based on the time signature of the tune. You can use
quantization to subtly tighten up a rhythm track or to create a precise, unwavering
mechanical rhythm.

For our drum loop, we’ll try the total quantize experience, so position the cursor over the
Quant parameter, then turn the alpha wheel until the value is set to "100%". Move the
cursor down to the Grid parameter. The default value "1/8" indicates that quantization
will move the notes you play to the closest eighth note. Try double-pressing the
increment/decrement buttons below the alpha wheel to move through a range of useful
grid values. Note that some of the values have "tr" or "t" appended to them. These are grid
settings that allow you to maintain a triplet feel. We'll use a setting of "1/16", however, so
set this value, then press EXIT to return to the SongMode:MAIN page.

NOTE: The K2500's sequencer also provides a full range of advanced quantization features that you
can apply to previously recorded tracks. To learn about these, check out the Quantize and Reference
Quantize functions on the EditSong: TRACK page.

10.

11.

Make sure you are in Merge Mode.

On the SongMode:MAIN page, check the Mode parameter, and make sure it is set to
"Merge" rather than "Erase". Being in Merge Mode means that while you are recording
this track you will be able to overdub more sounds with each successive loop.

Begin recording drums.

Press the Record soft button, observe the "REC READY" indicator on the top line, then
press the Play soft button when you're ready to begin. Remember to wait for the four beat
count off before you start to play.

Since you are in Merge Mode, you don’t need to do everything at once. A common
approach to making drum loops is to record a different instrument each time the loop
comes around. For example, on the first loop you could record snare hits on the back
beats (1:2, 1:4, 2:2, 2:4, etc.). Then you could add kick drum to the snare when the loop
comes around again; you'll be able to hear the previously recorded part, as well as the
new part. On the third pass you might record ride cymbeal, followed by hi-hat or other
percussive accents. Keep it simple at first, because you can always save the part while it’s
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basic (but correct), then make additions later. To keep track of where you are, watch the
flashing Song mode LED or the Locat parameter on the SongMode:MAIN page.
12. Press the Stop soft button when you've finished recording the drums.

Confirm that you want to keep the changes to your song by pressing the Yes soft button
followed by the Replace soft button.

Record a Bass Line

When you are satisfied with your drum loop, you can begin using it as the foundation for a
song. What we’ll do here is set Record Mode to "unloop" while leaving Play mode set to loop.
This means that the drum loop will keep playing while we record new material of any length.
The endpoint of the song will change to reflect the length of the newly recorded material.

1. Press the MISC soft button to bring up the SongMode:MISC page.

2. Set the RecMode parameter to '"Unloop". Leave the PlayMode parameter set to '"Loop"'.

Depending on the type of song you are recording, you may also want to turn quantization
off before you record your bass part.
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3.  Press the MAIN soft button to return to the SongMode:MAIN page.

4. Set the record track (RecTrk) to track 2.

This track already has
material recorded on it.
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Track status indicators: track 1 is set to "Play", track 2 is set to "Record".
Tracks 3 through 16 are empty.

Since you previously assigned "Mix Bass" to channel 2, it should appear in the Program
field when you set track 2 as the record track. Note, too, that the track status indicator for
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track 1 changes to "P" (for "Play") when you select track 2 for recording. The small square
above the track status indicator tells us that material is contained on that track.

5. Press the Record soft button to enter "REC READY" mode.

6.  Press the Play soft button, then begin laying down a bass track.

Remember that by default there is a four beat count off, during which time the Locat value
will be preceded by a minus sign (). No material is recorded during the count off, though
anything you play during the countoff will be quantized to the first note of the song. As
you are recording the bass track, your drum loop will keep playing. Play for as long as
you want; the sequencer will lengthen the song as needed.

7.  Press the Stop soft button when you are done recording the bass.

You will be given the usual save options. To keep what you've just recorded, press the Yes
soft button followed by the Replace soft button.

Since you unlooped the drum track when you recorded the bass, you've changed the
endpoint of the song to be wherever you stopped the bass track. You can check the
endpoint (and change it, too, if you want) using the Event Editor, as described earlier.

Record the Remaining Instruments in Your Song

Now that you've defined your song with the bass and drum tracks, you can put the organ and
Brt Saxy Lead (or whatever instruments you've chosen) into your song.

1.  Set the record track (RecTrk) on the SongMode:MAIN page to track 3.

Notice the small squares above the track status indicators for tracks 1 and 2, reminding
you that you've now got material on two tracks.

Mode &
Locat:

Track =
l:

2. Press the MISC soft button to bring up the SongMode:MISC page.

3. Set RecMode to "FixLen'"

Since you've defined the length of your song with the bass track, setting RecMode to
"FixLen" means that the song will just play through once each time you record a new part.

4. Record the organ in the same way that you recorded the bass track in the previous
section.

Notice that you can do this from the MISC page, without returning to the MAIN page.

5. Continue recording instruments until you have played all the parts of your song.

12-8



Song Mode

Getting Started with the Sequencer

Mix Your Song

The SongMode:MIX page lets you change the panning and volume levels for the tracks in your
song. Needless to say, this is one of the most important steps in the completion of your song
production, and potentially one of the most creative. This example will keep things simple by
showing you how to change the volume level of one of your instruments. We'll also take a
quick look at the track mute feature.

1.  Press the MIXER soft button to bring up the SongMode:MIX page.

The icons that represent pan position knobs and volume level faders resemble the controls
on a traditional mixing board. Manipulating them should be quite intuitive. Simply
position the cursor over a pan position knob or volume level fader, then turn the alpha
wheel to set the level you want.

m‘mmmm

Track 3 Volume Level Fader

For example, suppose you want to turn down the organ on track 3:

2. Use the arrow keys to position the cursor over track 3’s volume level fader on the
SongMode:MIX page.

Although the tracks aren’t numbered on the SongMode:MIX page, they are laid out
logically: left-to-right, from 1 through 16 consecutively. Track 3, then, is the third track
from the left.

3.  Use the alpha wheel to turn down the volume of the track by changing the position of
the volume slider.

4. Press the Keep soft button and confirm the change.

Now when you play back the song, track 3’s volume will start playing at the newly set
level.

You can also record real-time volume and pan changes from the MIX page or enter
numeric values for these parameters on the MAIN page.

Using the Mode Buttons to Mute a Track

Finally, we'll take a quick look at the track mute feature, which lets you use the K2500’s mode
buttons to mute individual tracks. This can be invaluable during mixdown.

You may have noticed a horizontal line underneath the sliders for tracks 1 through 8 on the
SongMode:MIX page. As the illustration below shows, this is the "Quick Mute Track Bank
Indicator", showing which bank of eight tracks will respond to the eight track mute buttons on
the front panel of the K2500. If you're looking for the track mute buttons on the front panel of
your K2500, they’re the eight mode buttons (Program, Setup, etc.); press one of these buttons
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while you are on the SongMode:MIX page and playing a song, and the associated track will be
muted.

| Fecorcol Flad @ StoR Wirs—1c Keet W LK

Quick Mute Track Bank Indicator Toggles track muting
between tracks 1-8
and tracks 9-16.

Use the M 1-8 / M 9-16 soft button to toggle between banks of eight tracks, either 1 through 8 or
9 through 16. When you press this soft button, the horizontal bar will reposition itself below the
affected tracks. The table below shows the K2500’s mode buttons, and which tracks they will
mute when you are playing a song:

Available Buttons 1-8 9-16
Program 1 9
Setup 2 10
Quick Access 3 11
Effects 4 12
MIDI 5 13
Master 6 14
Song 7 15
Disk 8 16

Let’s listen to our song with and without drums:

1. From the SongMode:MIX page, press the Play soft button.

The song, with all of its instruments, begins to play.

2. Press the Program mode button on the front panel of the K2500.
The Program mode LED will light, and track 1 (the drum track) will be muted.

3.  Press the Program mode button again to unmute the drum track.

Using your K2500’s front panel buttons, you can mute one or more tracks at once, or even
mute eight tracks at a time.

With any luck, you’ve just completed your first song. You should now be ready to take on the
more advanced features of K2500 Song Mode that are described in the remainder of this
chapter.
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The Song Mode MAIN Page allows real time recording and playback, song and track selection.
From this page you can view and edit the tracks' channel, program, volume and pan settings, as
well as other useful items.

FecTrk : : 3
Grand

Ia s
Frodram:? Stereo

Track R -----=-=-—=— === == - =
g Flou | Sior Beracol IS RHTHER
PARAMETER RANGE OF VALUES DEFAULT
CURRENT SONG SONG ID & NAME 1 NEWSONG
RECORD TRACK 1-16, NONE, MULT 1
PROGRAM PROGRAM ID & NAME ~ CURRENT PROGRAM
SETUP SETUP ID & NAME CURRENT SETUP
TRACK STATUS - (EMPTY), R, M, P - (EMPTY)
CHANNEL 1-16 1-16
VOLUME 0-127 127
PAN 0-127 64
TEMPO 1 - 255 BPM 120 BPM
MODE MERGE, ERASE MERGE
LOCATION 1:1 —9999:9 1:1

The Events field on the top line displays the amount of free RAM space. 317 K in the above
example represents maximum available memory with P/RAM installed. The maximum is 60 K
without P/RAM. This field is replaced by the Used field, as shown below, when the Song
Status is REC READY or RECORDING, to display the percentage of the record buffer (not the
RAM memory) being used.

=09

Song Status, also on the top line of the display, will be one of the following:

STOPPED

PLAYING

REC READY

RECORDING

KEY WAIT

is displayed whenever the sequencer is not in another status, or when the
Stop or Pause button is pressed.

is displayed when the Play button is pressed (assuming Record has not
been previously pressed; and Key Wait is Off and the Clock set to
Internal)

is displayed when the Record button is pressed while the sequencer is
STOPPED. It flashes, indicating that it is waiting to start recording.

is displayed when the Play button is pressed while REC READY is
flashing (unless Key Wait is On or the Clock is set to Ext). RECORDING
will also be displayed if the Record button is pressed while the status is
PLAYING.

is displayed when the Play button is pressed, if the KeyWait parameter
on the MISC page is set to On. It will go this status from both the
STOPPED and REC READY status. It flashes, indicating it is waiting for a
key to be struck to start recording or playing.
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EXT. CLOCK is displayed when the Play button is pressed, if the Clock parameter on
the MISC page is set to Ext. It will go this status from both the STOPPED
and REC READY status. It flashes, indicating it is waiting for an external
MIDI clock message to start recording or playing.

Current Song (CurSong)

Current Song ID# and 16 character name selected for recording, playback or editing. When a
Song is selected, Program Change, Volume, and Pan information is sent to all MIDI channels
assigned to tracks that have data on them, and the internal clock is set to the Tempo.

Tempo

Controls tempo for the selected song. You can make temporary changes, record real time tempo
changes, or set an initial tempo for the current Song.

Whatever the tempo is set to when you record your first track will be the Song’s initial tempo.
Temporary changes may be made during playback, but the tempo will reset to the initial tempo
when the sequencer is STOPPED.

To change a Song’s initial tempo, press Record (the Song Status will change to REC READY),
set the tempo desired, then press Stop. The initial tempo can also be changed with the Tempo
parameter in the EditSong : COMMON page. The Song will always start playback at the initial
tempo, even though this tempo marker does not get recorded as a tempo event on any track.

If the sequencer is RECORDING, any tempo value changes will be recorded in real time. Unlike
the special case of setting the initial tempo, any tempo changes recorded in real time are
recorded as tempo events.

Fractional Tempos

You can use fractional tempos (120.5, etc.) in your sequence. However, the initial tempo can not
be fractional, and you cannot enter a fractional number in the tempo parameter on the MAIN or
COMMON pages. You must first record a real time tempo event, then go to the EVENT editor
and change it to a fractional amount.

To do this, press Record, then Play. The sequencer starts recording. Use any data entry method
to choose a tempo. The value is unimportant since you will be changing it in the EVENT editor.
Next press Stop and save the Song. Now when you go to the EVENT editor (see page 12-28),
you will see a tempo event. You can now edit the value to a fractional amount. To have the song
start immediately with the fractional tempo, edit its location to 1:1:000.

Record Track (RecTrk)

Determines which track is record enabled. Set the record enabled track to Multi to record more
than one channel simultaneously or to use a Setup in your Song.

When RecTrk is set to a single track (1 - 16 ), Record (R) is displayed for that track in the Track
Status Indicator field (above the Track Channels). Conversely, with one exception, when any
Track’s Status Indicator is changed to Record (R), that Track is shown as the value for the
RecTrk parameter.

The exception is when RecTrk is already set to Multi, you can select the record enabled tracks
by toggling the Track Status Indicator to Record (R), and the RecTrk will remain set to Multi.

When Multi is initially selected, all of the empty tracks will be record enabled. Tracks
containing data will remain set to play (P), but you can manually set them to record (R).
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The parameter(s) below RecTrk will change according to the value of RecTrk and whether or
not you select a setup. If RecTrk is set to a single track (1-16), Program is displayed and you can
select the program to be assigned to that track. If you change RecTrk to Mult or None, the
display changes to show the Channel parameter followed by the Program parameter (although
the the word "Program" no longer appears). An example of this is shown in the screen below. If
you switch through the channels, the program will also change, showing the program currently
on that channel. Finally, if RecTrk is set to Mult, then if you go directly to Setup Mode and then
back to Song mode, the parameter changes to Setup, allowing you to choose a setup with which
to record.

Program

Scroll through the Program objects in memory to select the Program before initially recording
each track of your Song. Any MIDI program changes on the current RecTrk or Chan will cause
the ID# and name of the track’s program to change during playback.

This parameter’s name, Program, is not present on the display when the RecTrk is set to None
or Multi (to make room for the Chan parameter), but the value is still displayed.

The parameter is replaced with Setup when you select a Setup for playback or recording. The
Setup parameter functions similarly to Program.

Programs selected in Program Mode or from a Quick Access bank will be selected as the
program on the current RecTrk when you return to Song Mode.

3
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EEEEEEEEERERERREERERETR
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Chan: 4

Track

Channel (Chan)

This parameter determines the control channel and is only available when the RecTrk is set to
None or Mult. The Program parameter value remains on the display and can be edited, even
though the parameter's name, "Program”, no longer appears.

Setup

Displays the ID# and name of Setup to be recorded. This parameter is available by setting
RecTrk to Mult, then entering Setup mode momentarily by pressing the SETUP button
followed by the SONG button to return to Song mode. The screen below shows an example of
the Song mode page with the Setup parameter displayed.

EEDTPH Hult Unl 12? Pan: 64 Hnde HEPBE
Setyke 'EW Locat: 1:1

Track
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12-13



Song Mode

MAIN Page

The Chan parameter will be replaced with Setup. It is important to know how many channels,
and consequently how many tracks, are needed for recording a particular Setup. Each Setup
can have up to three Zones that can respond to your playing differently, depending on what
range of the keyboard is being played, or if certain velocity and /or controller values
determines when a particular Zone will respond. Be aware of the behavior of each Setup you
intend to record so that you can allocate the proper tracks and channels needed in your Song.

Volume (Vol)

You can set an initial volume level for the playback and recording of each track as a value
between 0 and 127. If the channel of the RecTrk (or the control channel, if RecTrk is set to Multi
or None) contains any recorded volume change (controller code 7), the change will be reflected
as the Vol parameter’s value in real time.

Pan

You can set an initial pan position (the balance between the Left and Right audio channels) for
the playback and recording of each track as a value between 0 and 127. A value of 64 is center. If
the channel of the RecTrk or the control channel contains any panning data (controller code 10),
the Pan parameter’s value is modified in real time.

Mode

If Mode is set to Merge you will be able to overdub when recording on a track containing
previously recorded data. You'll usually want to set Mode to Merge when RecMode (on the
MISC page) is set to Loop. Otherwise, each time through the loop, the previously recorded
information will be erased.

If you set Mode to Erase, the previously recorded data on the record enabled track will be
replaced with the new data only during the Bars and Beats you are actually recording, and the
previously recorded data before and after the newly recorded Bars and Beats will be preserved.

Location (Locat)

The Bar and Beat displayed as the Locate value changes relative to current location of the Song
during playback and recording. You can set this to a negative Bar and Beat location to start
playback a set length of time before the beginning of the Song.

Whenever you set the Locate point, that location will be used as the return point when Stop is
pressed. Simply press Stop again to reset the Song to the top (1 : 1).

OO0 x
Track *PPHMPR - === == = = = = - =
Channel:l 2 3 4 3 678 9 18111213141516

Mode Indicators (+ and x):

Mode Indicators only appear when there is pre-existing data on a track(s).

A plus sign (+) appears above the Track Status Indicator of a track set to record (R) when the
Mode parameter is set to Merge.

An (x) appears above the Track Status Indicator of a track set to Record (R) when the Mode
parameter is set to Erase.

Activity Indicators ( O)

A small square (H) above the Track Status Indicator of a track set to Play (P) or Mute (M) means
there is data contained on that track.
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During playback and recording, the indicators above tracks containing any MIDI data will
flash a small, filled-in square when any MIDI activity is detected. The filled-in square also
flashes over a track any time that there is incoming MIDI data on that track’s channel, even
while the sequencer is STOPPED.

Track Status Indicators

Using the Up, Down, Left, and Right cursor arrows to position the cursor onto a Track Status
Indicator, you can toggle an empty track (-) into Record (R) with the Alpha Wheel or
Increment/Decrement buttons.

Once a track contains data, it will have a (P) as a Track Status Indicator, and it will be played
during playback. You now will be able to toggle between Play (P), Mute (M), and Record (R).

The track selected as the RecTrk will have an (R) in this field, designating it as the record
enabled track. If the RecTrk is set to Mult, initially all empty tracks will have Record (R) as a
Track Status Indicator, any of which can be switched back to empty (-) if at any time recording
on specific tracks is not desired.

If there isn’t a track with an (R) in this field, the RecTrk parameter’s value will be None. (The
exception is when the RecTrk is set to Mult and you have switched all of the tracks out of record
enable.)

Track Channels

Each track has a MIDI Channel that it uses to receive and transmit data. By default, tracks 1
through 16 of a new Song are assigned to channels 1 through 16 respectively, although a track
can play or record on any channel and the same channel can be assigned to more than one
track. However, keep in mind that only one program can be assigned to a channel at a time, so
if you have more than one track assigned to the same channel, they will be playing the same
program.

Soft Buttons on the MAIN Page

Although these soft buttons may look similar to the transport controls on a tape deck that
might require that you hold down play and record simultaneously to begin recording, they do
not operate in the same fashion. It is important that you only press one of these transport style
soft buttons at a time to insure proper record start points, and to always be sure of the current
sequencer status.

Record changes the Song Status to REC READY if the current Song Status is STOPPED. If the
current Song Status is PLAYING, it will be switched to RECORDING when you press Record.

If the RecTrk is set to None, pressing Record will select the first available empty track for
recording, thus setting the RecTrk to the newly record-enabled track number and placing an (R)
in that track’s status display. Song Status will change to REC READY or RECORDING,
depending on the previous Song Status as described above.

Play plays back any recorded data when pressed while the song status is STOPPED. Playback
will begin from the bar and beat specified in the Locate parameter.

When the Song Status is REC READY, pressing the Play soft button will begin recording.

Pause and Play share the same soft button. Pause appears only when the Song Status is PLAYING or
RECORDING. Pressing Pause while the song is playing will stop the playback (soft button switches to
Play), and the location remains at the current bar and beat, allowing you to continue from that location
by pressing Play again.

Pressing Pause while recording will stop the recording process as if you had pressed Stop.
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Stop halts the playback or recording, and resets the Song's location to either the default "bar 1,
beat 1" value, or to whatever location you defined with the Locate parameter. If the location is
defined as something other than "bar 1, beat 1", press Stop twice to return to 1:1.

Pressing Stop when the Song Status is RECORDING will always prompt the "Save this song?"
dialog (shown on page 12-16), and provides you with the opportunity to listen to the "New"
Song and compare it with the "Old", previously saved, Song before answering Yes or No.

Here are some useful alternatives to using these button presses:

Keyboard models have dedicated front panel buttons for Record, Play/Pause, and Stop.
You'll find them just below the eight mode buttons.

Footswitches can be assigned to Play/Stop and Record/Stop. On the MIDIMode :
TRANSMIT page, assign either footswitch to controller number 102 or 103. Using
controller 103, you can even record from within the Song editor.

Double button presses allow Song Play, Pause and Stop soft button functions from most
places where these buttons are not available. Use the cursor Left+Right double-press for
Play/Stop, and use the cursor Up+Down double-press for Play / Pause.

Erase removes all channelized data from the track on which the cursor is currently positioned
(on either the Track or Channel fields) or from the record enabled track if the cursor is
positioned elsewhere. As shown on page 12-17, a dialog appears that allows you to verify your
intentions before permanently erasing any data. Once you've confirmed the erasure, it takes
place immediately, so be sure you really want to erase the track before pressing the OK soft
button. You will not be able to revert to a version of the song that includes the erased tracks -
even if you exit the song without saving edits. So before you go removing data that you may
not want to permanently lose, you should also check out Edit Song: Track - Delete (page 12-36)
and Edit Song: Track - Erase (page 12-34).

The Erase function will not prompt the dialog or erase any data if an empty track is selected.

MISC accesses more sequencer control parameters found on the SongMode : MISC page. These
miscellaneous controls include record and play mode settings, auto punch-in points,
quantization on input settings, tempo, and click attributes, as documented later in this chapter,
starting on page 12-18.

MIXER lets you view a graphic representation of panpots and level faders for each track in the
EditSong : MIX mode. You can modify program changes, volume and pan position in this
Mode. Record status can also be selected here. The section on the Mixer begins on page 12-23.

Save this song? Dialog

The following dialog page appears after you have recorded a track and pressed Stop, or if you
have entered the Song editor and made changes, then pressed Exit, or if you press Save in the
Song editor.

Save this sond?

PlayOld appears along with the PlayNew soft button in the "Save this song?" dialog after the
recording process has been stopped. Pressing PlayOld will play the current song, minus the
last, but not yet saved, recorded data. The exception is when there is no previously recorded
data (i.e., recording the first track of a NewSong), then you will only have a Play soft button to
audition the recorded data just entered.
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PlayNew / Play soft buttons allow you to play all of the recorded data, including data on the
track(s) you have just recorded.

Stop halts the playback of either the Old or the New version of the Song you are currently
auditioning. Press the Stop soft button to stop the playback or recording, and reset the Song's
location to either the default "bar 1, beat 1" value, or to whatever location you defined in the
Locat parameter

Yes saves the data on the track(s) you just recorded. Whatever was played back when you
pressed PlayNew will be the version of the Song to be saved when you press Yes. The "Save
New Song?" Dialog (shown below) will be displayed.

No returns you to the Song mode page in which you were last recording, without saving any
unsaved changes to the current Song.

Save New song? Dialog

Save MNewSond as: RREEEs

Fenamcll Save WCancel

Saving a Song requires that you assign it an ID# and this is where you do so. If you select an
ID# of an existing Song Object in RAM, the Save soft button will become Replace and “Replace
existing Song” will appear on the display as a warning and a chance to change your mind.

There are only 20 ID#s available for Song Objects per bank in banks 100 - 900. In the zeros
bank, there are 75, ID#s 1 - 75. In the 200’s bank there are ID#s 200 - 219, in the 300’s bank, ID#s
300 - 319, and so on.

Object accesses some useful database functions while still in Song mode, before you actually
save the current Song. Pressing Object jumps you directly to the Object Utility, described on
page 11-6. When you press Done on the Utility page, you will be returned to the "Save New
Song" dialog.

The Rename, Save, and Cancel soft buttons function the same as they do in all other editors.

Erase Track Dialog

This dialog asks you if you are sure you want to erase a specific track. The track number will
correspond to the track currently selected by the cursor position. When RecTrk is set to Multi
or None, the Erase track function looks to the cursor position to determine the track to erase. If
the cursor is positioned somewhere other than the Track or Channel fields, Erase will have no
effect. Erasing a track will not alter the Song’s End point, nor will it remove any tempo events,
since these elements are common to all tracks in the Song.

Yes erases all data on the selected track and returns to the MAIN Song Mode. The Song will
keep the erased track record enabled, but it will be an empty track.

No aborts the erasing of the selected track and returns to the MAIN Song Mode with all
previously recorded tracks intact.
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MISC Page

This page contains parameters that determine how the sequencer behaves during playback and
recording, and when the K2500 is connected to another MIDI sequencer. Most of these settings
are stored in the Master Object, (all except the Auto punch-in points) and none of these are
saved with the Song.

=ond
e ode
F1la4Mode
Eedbllait
Locate

ihear
Look
off

PARAMETER RANGE OF VALUES DEFAULT
RECORD MODE LINEAR, FIXLEN, LOOP, UNLOOP, AUTO LINEAR
PLAY MODE LINEAR, LOOP, LIST, CHAIN LOOP
KEY WAIT ON, OFF OFF
LOCATE -25:2 -999:4 11
AUTO IN 1:1-999:4 11
AUTO OUT 1:1 - 2500: 1:1
INPUT QUANTIZE OFF, 1% — 100% OFF
GRID 1/1 - 1/384 1/8
SWING -99% — 125% 0%
SYNC BOTH, XMIT, RECV, OFF OFF
CLOCK INT, EXT INT
TEMPO AUTO, FIXED AUTO
COUNTOFF OFF, 1,2,3 1
CLICK OFF, REC, ON, CNT REC
CLICK CHANNEL 1-16 16
CLICK PROGRAM 1 -999 198
CLICK KEY C-1-G9 C4
CLICK VELOCITY 1-127 90

The top line displays the amount of free RAM space and the current sequencer state, which is
one of the following: STOPPED, PLAYING, REC READY, RECORDING, KEY WAIT, or EXT.
CLOCK.

RecMode

When recording the first track of a new Song, you will be able to record as if you had an endless
length of “tape” no matter what the Record Mode is set to.

When you record the first track, all Record Modes operate the same way. This is because until
you define the length of a new Song, its End point is the default setting of Bar 8001, the
maximum amount of Bars in a Song. The End point is referenced and modified in different
ways depending on the RecMode.

The End point of a song is defined when:

1)  The Stop button is pressed to end the recording of the first track. The new End point is
aligned to the nearest downbeat of the (empty) Bar immediately following the last Bar you

were recording when Stop was pressed.
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2)  Stop is pressed while recording any track past the previously set End point in Linear or
UnLoop Record Mode. Again, the new End point is aligned to the downbeat of the
(empty) Bar immediately following the last Bar you were recording when Stop was
pressed.

3) The AutoOut Bar and Beat is set past current End point, after recording in Auto RecMode,
and when the first track is recorded in Auto RecMode, the AutoOut Bar and Beat becomes
the End point.

4)  Anew End point is entered in the EVENTS edit mode.
5)  Using the Track edit functions Copy, Insert, and Delete to alter the Song’s length.

The End point of a song is used as a loop point in Loop and UnLoop modes, and it defines the
Fixed Length of a Song when you record in FixLen mode.

Linear - Record as if you had a nearly endless length of “tape”.

FixLen - The song will not continue recording past the End point of the song when the
RecMode is set to Fixed Length. Recording will automatically stop at the End point.

Loop - While RECORDING, the song will play the data between 1 : 1 and the End point over
and over, allowing you to overdub in each pass if the Mode parameter on the MAIN SongMode
page is set to Merge. Make sure the Mode parameter is set to Merge if you intend to overdub in
Loop Record, or else each consecutive pass in Loop RecMode will erase the data recorded on
the previous pass. While you are still recording in Loop mode, you may selectively erase
individual note events by pressing and holding the Enter button and depressing the desired
notes on the keyboard during the times you would like them erased. Once the Song is saved,
you can not use this feature to erase individual notes.

UnLoop - When recording in UnLoop Mode, any existing tracks will be played back as if they
were looping from Bar 1 : Beat 1 to the End point, but they are actually being re-recorded
linearly over absolute Bars and Beats until you press Stop. UnLoop allows you to record a
linear track over a short looping section without first having to copy the section over and over
again to achieve a new desired Song length. The End point of the Song is extended to the
downbeat of the (empty) Bar immediately following the last Bar you were recording when Stop
was pressed.

For example, let's say you have a recorded a four bar drum loop and now want to record an
eight bar bass line. This would be a situation where UnLoop would come in handy. While the
drum track keeps looping, the bass track will record in linear fashion, and the end point will be
moved to the point at which you press Stop. Actually, the drum track will also change. It will
play through its loop twice, but while the information is repeating in the loop, it will be
recorded to the track. So now if you look at the drum track, you will see information in bars 5-8
(a duplicate of the information in bars 1-4).

Auto - Set RecMode to Auto to punch-in record, (either in merge or erase mode), on a track
between the Bars and Beats Defined in Autoln and AutoOut. To punch in and continue
recording until you press Stop, set the AutoOut point before the AutoIn point.

PlayMode

The PlayMode setting, along with the End point, determine how the Song or Songs are played
back. The song’s PlayMode setting will be ignored when the song is included as a step in an
arrangement; See "Edit Song: ARRANGE Page" on page 12-46.

Linear - Set the PlayMode to Linear to hear the current Song played only once, from the song
position set in the Locate parameter to the End point. The Song will be returned to the Locate
Bar and Beat when it reaches the End point.
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Loop - The Loop PlayMode will loop the current Song from the End point back to Bar 1, Beat 1
continually during playback until Stop is pressed.

List - Song Objects in memory can be played back to back in numerical ID# order starting from
the current Song followed by the Song with the next highest ID#. Once the current Song reaches
its End point, immediately the CurSong parameter is updated to the next highest Song Object
ID# and it will play from Bar 1, Beat 1 to its End point. When the Song with the highest ID# in
memory has played through to its End point, the sequencer will stop and that Song will be the
new “CurSong”.

Chain - For every Song, there is a parameter called ChainTo found on the COMMON page that
determines what other Song, if any, will immediately follow this Song’s playback when
PlayMode is set to Chain. When the current song ends, the ChainTo Song will replace the
previous CurSong, and if its ChainTo parameter is set to any value other than "0 None", then
the Chain PlayMode will continue playback with the next Song being chained. When the last
Song in the chain has played through to its End point, the sequencer will stop and that Song
will be the new CurSong.

The most common use for the Chain PlayMode is to construct a Set List of different Songs.
Since the Songs chained together are played immediately after one another, it is recommended
that you include a few measures of silence either at the end or the beginning of each Song in the
Chain.

KeyWait

KeyWait specifies whether the sequencer will wait for a Note event before going into PLAYING
or RECORDING status. With the KeyWait On, press the Play soft button while the sequencer is
STOPPED or REC READY and the new status, KEY WAIT, will flash in the Song Status Field
until a key is played. You can override the KEY WAIT status by pressing the Play soft button
twice.

Locate

The Locate Bar and Beat will change in real time during play back and recording to reflect the
Song’s current position. It can be set to a Bar and Beat before (negative values) or during a
Song. Once a Song’s length is defined, the End point is the maximum value for the Locate
parameter. If Locate is not set to 1 : 1, the count off, if any, is disabled during play back or
recording.

This parameter is identical to the Locate parameter on the MAIN page.

Autoln

When you are in Auto record mode, Autoln is the Bar and Beat when the recording will begin.
If Autoln is not set to 1 : 1, the count off, if any, is disabled. The Autoln setting will not have an
effect on recording unless the RecMode is set to Auto.

AutoOut

When you are in Auto record mode, AutoOut is the Bar and Beat when the recording will stop.
Set the AutoOut location earlier than the Bar and Beat defined as the Autoln point in order to
record to the very end of a Song. The AutoOut setting will not have an effect on recording
unless the RecMode is set to Auto.

Input Quantize (Quant)

This parameter determines how much Note events are moved towards grid locations upon the
initial input of the events. If set to Off, no Quantizing will occur while you record, and the exact
timing of your performance will be preserved during play back. If set to 100%, every recorded
Note event will be aligned to the closest grid location, defined by the Grid setting. Input
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Quantize is used to quantize your performance as you record it in. However, you may wish to
record without quantization and go back and quantize at a later point. To do this, use the
Quantize function in the Track editor, as described on page 12-36.

Grid

This setting determines the size of the Input Quantize grid expressed as a fraction of a Bar with
a4/4 meter. Set Grid to 1/1 for whole note grid, 1/16 for sixteenth notes. All of the standard
note durations and every fractional Bar divisions in-between (including triplets, e.g., 1 /12=1/
8tr, 1/24=1/16tr, etc.) are available as the size of the Input Quantize grid. You can select
commonly used Grid values by double-pressing the Increment/Decrement (+/-) buttons.

Swing

The Swing percentage is applied to the quantize grid. Zero percent swing is straight time, 100%
produces a swing (triplet) feel. A positive Swing value determines how close every other grid
location is moved to a point 1/3 of the way towards the next grid point. Negative Swing moves
every other grid location closer to a point 1/3 of the way towards the previous grid point.

Sync

The Sync parameter is used in conjunction with Clock. It controls transmission and reception of
MIDI sync messages except actual clock. These are the messages it controls: Song Start, Song
Stop, Song Continue, Song Select, and Song Position Pointer.

Clock

Specifies the source clock as being internal or external. When the Clock is set to external, the
K2500 will wait to receive MIDI clock data, via its MIDI In Port, from another device capable of
generating MIDI clock data before playback and real time recording can begin.

Tempo

The Tempo parameter, when set to Fixed, provides a tempo lock feature to override any real
time tempo changes recorded into a sequence. If set to Auto, tempo changes will be respected.

CountOff

Selects the number of bars of countdown, if any, before playback or recording starts. This works
in conjunction with the click, so if the click is Off, the CountOff setting will have no effect. If the
click is set to record only, then the CountOff will only happen when RECORDING.

Click

The Click parameter controls the click behavior. Set to Off, there is no click, and consequently
no CountOff. When it is set to On, a click is present during playback and recording. To have a
click only while RECORDING, set the Click to Rec. The Cnt value means that there will only be
a click during RECORDING CountOff, if any.

ClickCh

Specifies which MIDI channel will be used for the metronome click.

ClickPrg

If click is in use, ClickPrg specifies which Program will be used as the metronome click’s sound.
The Click Channel will be locked on to this Program internally, and this program number will
be transmitted via MIDI on the Click Channel to external any device(s) when playback or
record is started. The default click program is "198 Click," which uses the Clave keymap.
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ClickKey

The ClickKey is the note to be used for the metronome click.

ClickVel

ClickVel determines the attack velocity to be used by the metronome click. The first beat of each
measure will be the click played at exactly this velocity level while the other clicks will be
scaled to about 90% of this value as a way to provide an accent.

Soft Buttons on the MISC Page
Record, Play(Pause), and Stop work the same as they do on the MAIN Page, described above.

New selects “1 NewSong” as the current Song and jumps back to the SongMode : MAIN page.
The tracks in the new Song will be empty, but all initial program, volume and pan settings, and
all parameters in the MISC page remain set the same way they were in the previous Song.

In/Out provides a quick way to enter the Auto punch-in points in real time. This button has no
effect when the sequencer is stopped, but pressing it once during playback (or while recording)
will set the AutoIn point to the Bar, Beat, and Tick nearest to the time you pressed this soft
button. Press InOut a second time to set the AutoOut point.

The Autoln and AutoOut parameters only display bars and beats. However, the actual In and
Out points will be precise to the Tick occurring at the time the In/Out button was pressed.

MAIN returns you to the MAIN Page.

12-22



Song Mode

MIX Page

MIX Page

The MIX page allows you to set and keep new initial settings for all sixteen tracks” program
changes, volumes, and pan positions. You can set these three parameters for each track and the
press the Keep button, prompting a dialog that asks if you really want to update these settings.
Press Yes to make the changes. Another way to set these initial settings is to press Record to put
the sequencer into REC READY status, make any desired changes, then press the Stop soft
button.

You can also record real-time changes by changing the value of the highlighted fader or knob
while recording on that track. If you do make recording changes in real-time, though, make
sure that the Record Mode is set to Merge, or else the data previously recorded on the track will
be erased.

Pan Position Knobs

w1111 1111 11T 71T

Track Status Indicators

Quick Mute Track | |{EfiTare MENEEN MSAEN | Kect WMATH |

Bank Indicator

Changing Programs on the MIX page

The top line of this page displays the Program number and name for the currently highlighted
track. The different tracks are selected by moving the cursor with the Left and Right arrows ( <
/ >). The Program for each track can be changed in the MIX page with the CHAN/BANK
buttons. Pressing the CHAN /BANK buttons at the same time will jump to the next Bank of 100
Programs.

Pan Position

Position the cursor over any one of the sixteen Pan Position "Knobs” on the display and turn
the Alpha Wheel to change the panning for the selected track. The graphic display will move
smoothly between the left and right settings and these changes can be recorded in real time.
Use the numeric keypad to enter in a value between 0 (hard left) and 127 (hard right) if you
want to have a track jump immediately to a new pan position. The default pan position is 64
(straight up).

Volume Level

Position the cursor over any one of the sixteen Volume Level "Faders” on the display and turn
the Alpha Wheel to change the MIDI Volume for the selected track. The graphic display will
move smoothly, setting volume changes that can be recorded in real time. Use the numeric
keypad to enter in a value between 0 (no volume) and 127 (maximum volume) if you want to
have a track jump immediately to a new volume level. The default value is 127 (maximum
volume).

Track Status Indicators:

Using the Up, Down, Left, and Right cursor arrows to position the cursor onto a Track Status
Indicator, you can toggle an empty track (-) into Record (R) with the Alpha Wheel or
Increment/Decrement buttons.
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Once a track contains data, it will have a (P) as a Track Status Indicator, and it will be played
during playback. You now will be able to toggle between Play (P), Mute (M), and Record (R).

The track selected as the RecTrk will have an (R) in this field, designating it as the record
enabled track. If the RecTrk is set to Mult, then all of the empty tracks will have Record (R) as
their Track Status Indicator. If RecMode is not set to Mult and there isn’t a track with an (R) in
this field, the RecTrk parameter’s value will be None. If you are in Multi record mode, and have
turned all record enabled tracks (R) back to empty (-) so that there isn’t a track with an (R) in
this field, the RecTrk will remain set to Mult.

Quick Mute Track Bank Indicator

This parameter appears as an underscore directly below the graphics for either the bank of
tracks 1 -8 or tracks 9 - 16. It indicates which bank of eight tracks will respond to the Quick
Mute feature, described with the Tr 1-8/9-16 soft buttons, below.

Soft Buttons on the MIX Page

Record, Play(Pause), and Stop work the same as they do on the MAIN page, described earlier.

Tr 1-8 / (Tr 9-16): The eight mode select buttons to the left of the screen on the front panel of the
K2500 (PROGRAM - DISK) are used as Track Mutes when on the MIX page. For example, press
the SETUP button to mute track 2; notice that its track status indicator changes to "M." Each of
these buttons has a LED to indicate that the corresponding track is being muted, but since there
are sixteen tracks and only eight buttons, this soft button will select, and display, the bank of
eight tracks that can be muted in this fashion.

Press the Tr 1-8 soft button to toggle the Quick Mute Track Bank Indicator under tracks 1 -8 or
tracks 9 - 16, selecting which bank of eight tracks will respond to the Quick Mute feature.

Keep: If you have made any changes to the initial program, volume or panning of a track on the
MIX page, press Keep to prompt this dialog:

edate 1nitial Prod-suwol Pan??

Press Yes if you are sure you want to update the initial program change, MIDI volume, and pan
settings for tracks already containing data in the current Song, to the new values you just made
on the MIX page. The settings will be modified and you are returned to the MIX page. Press No
to abort the updating of the initial program change, MIDI volume and pan settings for the
current Song.

MAIN returns you to the MAIN page.
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The Edit Song Pages

Edit Song:

In general, you access the EditSong pages by pressing the Edit button on the front panel of the
K2500 any time you are in Song mode. The exception is if a program is currently highlighted on
the display; in this case, you will enter edit mode for that program.

There are a few conventions shared by all of the EditSong pages (except the Arrange page).
Displayed at the top of each EditSong page is the name of the page and the currently selected
track(s). All of the values for the parameters found in any of the EditSong pages are saved in
the Song Object.

Soloing the Current Track

In all of these Edit pages you can solo the current track by pressing either the Setup or Quick
Access mode buttons. This in effect mutes all other tracks in the current Song. Using the
CHAN/BANK buttons allows you to select the current track for editing and/or soloing. You
can select the track to solo even if you are already in the solo mode.

COMMON Page

Press the Edit button on the front panel of the K2500 to display the Edit Song: COMMON page
and begin editing a Song. This is where you will find parameters common to all tracks, such as
tempo and time signature, control parameters for effects and arrangements, and soft buttons
for switching to other Song edit modes.

Alt=ords LT l|=| -
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TimeSid TemProControl
EffectChan:l TridderChan
ChainTo 8@ Mone TrigderCtl M
Tracklest {———— ——— ———— ———-

TRACE AREANGEmoe 3
PARAMETER RANGE OF VALUES DEFAULT
TEMPO 1-255BPM 120
TIME SIGNATURE 1-99/1,2,4,8,16 4/4
EFFECTS CHANNEL 1-16, NONE 1
CHAINTO 0 NONE, SONG ID 0 NONE
TRACK DESTINATION -, L, M, X -
DRUM TRACK -, D -
START STEP NONE, 1 — 255 1
TEMPO CONTROL SONG, ARRANGEMENT SONG
TRIGGER CHANNEL 1-16, NONE 1
TRIGGER CONTROL CONTROL SOURCE LIST ON

The top line of this page displays the selected track or tracks. Select the available current
track(s) for editing by using the CHAN/BANK buttons. Press both of the CHAN/BANK
buttons together to select All tracks.

Although the current track information is displayed on the top line, the COMMON page’s
parameters are global settings for the song and do not directly affect individual tracks.
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Tempo
This is another place where the Song’s initial tempo can be set or modified.
TimeSig

Affects the click, playback looping, and locate function as well as some editing operations. Does
not change the recorded data.

EffectChan

If the FX Mode and FX Chan parameters in Effects mode are set to Auto and Current
respectively, this parameter specifies which channel will control effects while in SongMode and
during playback of a Song. In this situation, the effect assigned to the program (in the Program
Editor) currently on the channel designated as the EffectChan will be heard.

The EffectsChan is selectable per Song. See "Understanding FX Mode and FX Channel" on page
9-2 for more information.

ChainTo

The ChainTo setting is only used when the PlayMode parameter on the MISC page is set to
Chain. Another Song object is selected as the ChainTo value and will playback immediately
after the current Song has played for its entire length.

Parameters used with the Arrangement Feature

The next four parameters, as well as the Drum Track parameter, are used in conjunction with
the Arrangement feature, which you access by pressing the ARRANG soft button. This feature
allows you to create a song by arranging it in a series of sections, called Steps. You can save the
various sections of your sequence as separate Songs, then assemble them using the
Arrangement editor. This method allows you to save memory, since you can repeat steps
without having to duplicate the actual song data.

Another great feature within the arrangement editor gives you the ability to trigger Steps by
striking a specific note or group of notes on your controller. See page 12-46 for more
information on arrangement features.

StartStep

The value for this parameter determines which Step in this Song’s Arrangement is played first.
If set to None, the playback of the Arrangement, using the transport buttons, will be disabled,
though Steps can still be triggered from Note events.

TempoControl

When the current Song is composed of other Songs entered as Steps in the Arrangement editor,
the TempoControl parameter determines whether the current Song’s tempo setting or the
arranged Songs’ tempo settings will be the tempo(s) used for the playback and recording of the
Arrangement.

Set TempoControl to Song if you want to use the current Song’s tempo as the master tempo. All
of the Steps’ Songs will playback at the same tempo, ignoring the tempos originally set for each
Song when you recorded or edited them.

Use the Arrangement setting for TempoControl if you would like the current Song (containing
arrangement data) to playback and record at the tempos originally defined in each
Arrangement Step’s Song, ignoring its own tempo setting. The master tempo will change to the
tempo of the current Step’s Song
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TriggerChan

This parameter controls the MIDI channel used to trigger arrangement Steps via key presses as
defined in the Arrangement editor.

TriggerCitl

This parameter specifies the global control source used to enable the triggering of Arrangement
Steps via key presses as defined in the Arrangement editor.

TrackDest

Tracklest iLLL- M-—— -M-- ——-=x
DrumTrack fD-—-— ———— =0I-— ————

The MIDI data on each track has a destination assignment selectable in the TrackDest field.
There are four possible indicators:

(-)  This is the default setting for all tracks in a new Song. A hyphen (-) means that MIDI data
on the track is transmitted both locally to the K2500, and out the MIDI Out Port (on the
track's channel) to any external devices.

(L) An (L) means that the track's MIDI data will only be transmitted locally to the K2500's
internal sound generator. None of the data on that track will be sent to the MIDI Out
Port.

(M) An (M) means that the track's MIDI data will only be transmitted out to external devices
via the MIDI Out Port on the back of the K2500.

(x) Select the (x) to disable the transmission of the track's MIDI data to either of the
destination assignments, (L)ocal or (M)IDI.

DrumTrack

Any of the Song’s tracks can be defined as “Drum Tracks” so that their Note events do not get
transposed when a transposition is applied in the Arrangement editor.

This feature is particularly useful when a drum kit Program (or any other non-pitched
Program) is used in a Song, assigned to a Step of an Arrangement, which is being triggered
over a range of keys, and you want the sounds produced by each note number in that Program
to be preserved in each transposition. If in the Song being used as a Step in an Arrangement
(NOT the Arrangement Song itself), there is a (D) designating the track playing the drum
Program as a “Drum Track”, the originally recorded Note events on that track will remain
unchanged.

The Drum Tracks settings do not have any effect on edits made in the EditSong: TRACK mode.
Any tracks defined as “Drum Tracks” will be transposed when a transposition is applied to
these tracks from the EditSong: TRACK mode.

Soft Buttons on the Edit Song: COMMON Page

EVENT accesses an Event List style editor. From the EditSong: EVENT page, you can scroll
through, modify, add, or delete any or all of the tracks’ MIDI events. The EditSong: EVENT
page is described on page 12-28.

TRACK brings you to the EditSong: TRACK page. This page accesses useful track based edit
functions. There is a selectable edit function that can be applied to the selected track or all
tracks in your Song. The EditSong: Track page is described on page 12-31.

STEP brings up the EditSong: STEP page, from which non-real time note/rest entry is
performed. The term STEP is used here to refer to Step recording, and does not refer to the
Steps on the Edit Song: ARRANGE page. The EditSong: Step page is described on page 12-43.
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Edit Song:

ARRANG enters the EditSong : ARRANG page, gaining access to a group of arrangement
specific parameters. The EditSong: ARRANG page is described on page 12-46.

EVENT Page

Every type of recorded MIDI event is visible from this page. You can view and change these
events if necessary.

Location Bar:Be?\t:Tick Event Typle and Value
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To scroll through the events, make sure the first column bar and beat is highlighted. Use the
wheel, the up and down cursor buttons, or the + and - buttons. As you scroll through the
events, each event is executed by the sequencer. In the case of note events, you will hear the
note played, although the duration will be short. If you have scrolled through a Sustain
(controller 64) message with an On value then you will hear the note sustain as if the sustain
pedal was depressed. The note will continue to sustain until you scroll through a Sustain
message with a value of Off.

You can also jump directly to a specific bar and beat by typing the bar number and beat
number, then pressing ENTER. Keep in mind if you have controller or program data previous
to the point that you jump to, those events may not have been executed and you may hear
unexpected results. For instance, if you have program changes at bar 1 and bar 8, then if you
jump from bar 1 to bar 9 any notes you scroll through will be played with the program change
from bar 1.

The channel of the selected Event is displayed on the top line of the page. When all of the
Tracks are being viewed in the Event List, the Track of the selected Event is displayed along
with its channel. Use the CHAN/BANK buttons to select an active track to view and edit the
MIDI events recorded on it. You can view the data on all tracks by pressing both CHAN/BANK
buttons at the same time. As you scroll through each Event, the track, in addition to the
channel, for the selected Event will also be displayed.

Location

The first column represents the Bar and Beat Locations of the different events in a Song. Scroll
through the events on the selected track(s) with the Alpha Wheel or enter in a specific Bar and
Beat on the numeric keypad to jump to events occurring on that Beat. A quick way to jump to
the End point in a track is to press 9999 and then Enter on the numeric keypad.

Bar, Beat, and Tick

Bar, Beat, and Tick are editable parameters for each Event. They determine when an Event
happens relative to the other Events within the Song. To enter values with the numeric keypad,
first position the cursor in this column and then simply enter up to three digits if you only want
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to adjust the Tick value, four or five digits in order to change the location to a new Beat and Tick
within the current Bar, or enter in the complete Bar, Beat, and Tick value to relocate the event to
another Bar. No punctuation is necessary when entering any of these values.

Event Type and Value

The Event Type field displays the MIDI event type at each Event List location in the Song. With
the exception of a Note event, which is displayed as the actual note name (e.g., C#4), an event
type cannot be changed to another event type. You can also change controller numbers and
values on the EVENT page.

The PCHG, BEND, MPRS, SYSX, TMPO, and END events will show their values in the display
field directly to the right of the Event Type field. All of their values can be edited. Here are the
ranges of values for each event type:

Program Change (PCHG) 0-127

Pitch Bend (BEND) (-8192) - 8191

Mono Pressure (MPRS)  0-127

System Exclusive (SYSX) The message in hexadecimal form
Tempo (TMPO) 1.00 - 255.00 bpm

End Point (END) Any Bar : Beat : Tick setting

non

Note events have four editable values: Note Number, Attack Velocity (indicated by a "v"),
Release Velocity (indicated by a """), and Note Duration.

Note Number C1-G9
Attack Velocity vl -v127
Release Velocity A1 -A127
Note Duration Beats : Ticks

Controller events have two editable values: Controller Type and Controller Value. Defined
controllers are referred to by their names.

Controller Type 0-127

Controller Value 0-127

Soft Buttons on the Edit Song: EVENT Page

Cut removes the currently selected event from the Event List and temporarily stores it in a
memory buffer so that you can immediately Paste it into a new location.

Copy makes a duplicate of the currently selected event and temporarily stores it in a memory
buffer so that you can immediately Paste it into a new location.

Paste inserts the most recent cut or copied event into the Event List at the currently selected Bar
: Beat : Tick location. The pasted event will share the same location with the event that already
existed at that location in the Event List, but it will appear before the pre-existing event.

View brings you to the EVENT : View page where you can set the view filter parameters for the
Event List.
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The EVENT edit page can be set for you to view all, some, or just one type of MIDI event on a
track by adjusting which events are on or off in the EVENT : View page. If you turn an event Off
for viewing, then when you return to the Edit Song: EVENT page, the events will not be seen
and they will not be executed as you scroll through the list. For example, if you turn sustain Off,
then as you scroll through the list none of the notes normally affected by sustain will be
sustained. However, if you exit the editor and play the Song, all events will be executed
regardless of the View filter settings.

When all of the parameters in the EVENT : View page are set to On, the Event list in the
EditSong : EVENT page will display all of the recorded MIDI data on the selected track(s). If
any of these view parameters are set to Off, the View soft button in the EditSong : EVENT page
will be in brackets (as shown below) indicating that you might not be seeing all of the recorded
MIDI data on the selected track(s).

_Lut N Loy WEsste WLU1ew lHL LA Eare |

Press the Toggle soft button to switch all View filter parameters to the opposite of each one's
currently set value. AIIOff sets all View filter parameters to Off. The only item viewable in the
EditSong : EVENT page will be an END point. AllOn sets all View filter parameters to On. This
enables you to view all of the MIDI events that are on any or all tracks. The Done soft button in
the EVENT : View page will return you to the EditSong : EVENT page. The view filter settings
will be applied to the Event List.

AllOn on the EditSong : EVENT page sets all View filter parameters to On. This enables you to
view all of the MIDI events that are on any or all tracks. The View soft button will no longer be
in brackets, indicating that all recorded event types are being listed.

Done on the EditSong : EVENT page returns to the EditSong : COMMON page.
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Edit Song: TRACK Page

This page allows you access to useful track-based edit functions. These functions are:

Erase
Copy
Bounce
Insert
Delete
Quantize
RefQuant
Shift
Transpose
Change
Thin
Remap
Grab

For each function, there is a set of parameters to control how the function operates, and on
what region of the selected track(s). As usual, the top line of this page displays the selected
track or tracks. Select the available current track(s) for editing by using the CHAN/BANK
buttons. Press both of the CHAN /BANK buttons together to select All tracks.

Below is an example of the Edit Song: Track page for the Bounce function.
Region/Criteria Window

1L=0R= e HIL_F.
s GERHEounce
N=t.Track:

Mode :Erace

% liﬁl Nore

You will notice that the screen is divided into two halves, with the right half being its own
"window". This is called the Region/Criteria window. The parameters in this window are used
to select the range of bars as well as which types of events will be edited with using the chosen
function. The parameters in this window will generally be the same for most functions.
However, for certain functions, certain parameters may not apply. For example, Quantize and
Transpose apply only to notes, while Remap applies only to Controllers. In addition to the
Region/Criteria window parameters, the Locate parameter is also found on each function.
Since these parameters are common to the various functions, we will define them first. Then
we'll describe the individual functions along with the parameters specific to each, which are
normally found on the left side of the screen. Two functions, (Quantize and Reference
Quantize) have a unique parameters in their Region/Criteria windows. We'll describe those
parameters along with the functions.

=L E :
EventsiNotes
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Once you've chosen a function and set the parameters to your liking, press Go. This executes
the editing function. You can then play the sequence to hear the results of your edit. If you don't
like your edit, simply exit the editor and press No when you are asked if you want to Save. If
you do like your edit, you can press Done and use the more buttons to get to Save, or just exit
the editor and save the changes. Or, you can go to another edit function. Keep in mind though,
that if you choose to perform more than one edit without saving, and you are not satisfied with
one of the changes you make, you will have to exit the editor without saving and then redo
each of the changes you made. That’s why it’s usually best to save after each successful edit.
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Common Parameters for Edit Song: Track Functions

Locate

This parameter is available in every TRACK edit function.

The Locate Bar and Beat will change in real time during play back and recording to reflect the
Song’s current position. It can be set to any Bar and Beat, including negative values. Play back
begins at, and Stop resets the Song to the Locate Bar and Beat.

Region / Criteria Window Parameters

From and To

From and To are available in most TRACK edit functions to define a range of time on the
selected track(s).

The From value defines the first Bar and Beat in a range of time selected for editing. Although
From is always expressed in Bars and Beats, and will be aligned exactly on the Beat when adjust
manually, it is possible for From to represent a value with finer resolution when a range of time
is defined in real time using the FromTo soft button.

The To value defines the Final Bar and Beat in a range of time selected for editing. Although To
is always express in Bars and Beats, and will be aligned exactly on the Beat when adjust
manually, it is possible for the To value to represent a value with finer resolution when a range
of time is defined in real time using the FromTo soft button.

Events

Any and all types of MIDI events are available for editing, selectable in this parameter. Some
events will provide you with settings for a range of values, or other MIDI event specific criteria.
Available Values are: All, Notes, Controllers, MonoPress, PitchBend, ProgChange, PolyPress,
SysEx, and Tempo

When Events is set to: All

All MIDI events on the track(s) you are editing, that occur in the region of time between the
From and To settings, will be affected by the edit function.

When Events is set to: Notes

Note Number and Key Velocity ranges can be set for Note events.

LoKey

Determines the lowest note in a range of notes to be affected. This can be set to any MIDI note
value; the default is C-1.

Hi(Key)

Determines the highest note in a range of notes to be affected. This can be set to any MIDI note
value; the default is G9.

LoVel

An attack velocity range can be specified as criteria for selecting Note events for editing. The
LoVel parameter sets the lowest velocity a Note needs to have in order to be edited. Notes on
the selected track(s) with a attack velocities lower than the LoVel will not be affected by the
edit. The available values are 1 — 127; the defaultis 1.
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Hi(Vel)

The Hi(Vel) parameter sets the highest attack velocity a Note needs to have in order to be
edited. Notes on the selected track(s) with attack velocities higher than the Hi(Vel) will not be
affected by the edit. The available values are 1 —127; the default is 127.

When Events is set to: Controller

If your Song contains any MIDI Controller data, the Ctl parameter is used to select particular
controller data to be edited. Refer to the Control Source list in Chapter 6 of the Reference Guide.

LoVal

You may further specify a particular range of values to edit by setting a high and low value.
LoVal will define the lowest modifiable value in the selected controller's recorded data. Value
ranges are not definable when Ctl is set to All. Available Values are 0 - 127.

Hi(val)

Hi(Val) will define the highest modifiable value in the selected controller's recorded data.
Value ranges are not definable when Ctl is set to All. Available Values are 0 - 127.

Soft Buttons on the Edit Song: Track Page

FromTo is a quick way to define the region of time you intend to edit. There are a couple of
ways to use this feature when the sequence is playing back in real time, and both ways will set
the temporal boundaries of the region to a finer resolution than Bars and Beats.

One way is to first position the cursor over the From field in the Region / Criteria Window and
then press the Play soft button. At this point, every time you press FromTo, the From Bar and
Beat will reflect a location in the Song at each time the button press was made. Position the
cursor over the To field and set the To location in a similar fashion.

When the cursor is positioned somewhere other than over the From or To fields, the function of
the FromTo soft button is slightly different. Now, once you start the sequence playing back, and
you press FromTo before the current To Bar and Beat location, you will set a new From location.
Without stopping the sequence and starting it again, press FromTo a second time, and if it was
pressed at a point after the From location, that point in time will represent a new To location. If
the second FromTo press happens before the current From Bar and Beat, that point in time
becomes the new From location, and the old From location becomes the new To.

To sum up this functionality, when this button is pressed while the Song is playing, the K2500
will know which field, (the From or the To), to update based on the relative position, (before or
after the current settings), when the button was pressed.

Play will start the playback of the Song from the Bar and Beat set in the Locate parameter.
When the Song is playing, this soft button becomes Pause.

Stop stops the playback of the Song and return to the Bar and Beat set as the Locate value.
Go performs any of the Track-based edit functions described above.

Done will return you to the EditSong : COMMON page.
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Edit Song: Track Functions — Erase

This function erases specified events from a region of time, but it doesn’t delete the region of
time. The result is like erasing a section of recording tape. If you want to completely remove a
segment and shorten the length of the track, you can do it with the Delete function.

Fom o s .
Events: SUsE
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Edit Song: Track Functions — Copy

Use the Copy function to duplicate the selected events from the current track and place them in
the same track or on another track, either merging with or overwriting existing data.

AlL=S0onds 1 rHLFE.
LAct 1o = [l
D=t.Track:
Location: 1:1
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If you do not want to copy all of the MIDI events in the defined range of time on the current
track, use the Events parameter in the Region/Criteria window to select a specific MIDI event
type you would like the edit function to affect. Some event types provide you more criteria
selection parameters. It is often a good idea to set Events to Notes when copying, and then add
any necessary controller or other data to the track at a later time.

DstTrack: 1-16 / All

Select a destination track for the copied events with the DstTrack parameter. All selected events
described in the Region / Criteria Window will be placed in the destination track(s) at any Bar
and Beat you specify.

If the currently selected track is All tracks then the destination track will be All tracks as well.

No matter what channel the current track (source track) is set to when you use the copy
function, the Events will be played on the destination track’s channel.

Location: 1:1
Specify a Bar and Beat location in the destination track where the copied data will be placed
with the Location parameter. If the length of the copied region extends from the Location point

beyond the Song’s existing End point, a new End point is defined.

Mode: Merge / Erase
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The Mode setting determines whether the copied events merge with, or erase existing events
on the destination track from the location point to the end of the copied region.

Times: 1-127

The value selected for the Times parameter determines how many copies of the selected region
are placed, one after another, in the destination track.

Edit Song: Track Functions — Bounce

Use the Bounce function to move the selected events from the current track to another track,
either merging with or overwriting existing data on the destination track. The Bounce function
differs from the Copy function in that the original data is not preserved in the original track. As
on a multi-track tape recorder, Bounce will always put the data in the same timeline on the new
track that it was on the old track.

om 8 :
Eventsi Notes
Loked :C -1 HiiG 9
Laollel =1 Hi: 127

whctlomns
N=tTrack:
Mode :Erase

Frontl Flau )

DstTrack: 1 -16

Select a destination track for the events to be moved to with the DstTrack parameter. All
selected events described in the Region / Criteria Window will be placed in the destination
track at the data’s original location.

No matter what channel the current track (source track) is set to when you use the bounce
function, the events will be played on the destination track’s channel.

Mode: Merge/ Erase

The Mode setting determines whether the bounced events merge with, or erase existing events
on the destination track from the location point to the end of the copied region.

Edit Song: Track Functions — Insert

The Insert function is used to add blank time to the current Song, modifying the Song's End
point appropriately. The Insert function will affect all tracks. This is similar to splicing a piece of
blank tape to an existing segment of recording tape.

1T =0
Lhct.10mn:
Location:
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Location: 1:1

The insertion point for the blank time being added is selected as a Bar and Beat Location value.
Events that occurred at or after this Bar and Beat, before you insert time, are not erased when
you perform this function, rather they are offset by the length of the blank time being added to
a Bar and Beat later in the Song.

Amount:1:0

The length of the blank time being added is defined as a number of Bars and Beats in the
Amount parameter.

There are no Region / Criteria Parameters available for the Insert function.

Edit Song: Track Functions — Delete

The Delete function is used to remove a region of time from the current Song. This function is
different from the erase function because not only does it remove the events from the selected
time, it will delete the entire selected range of time from the Song, modifying the Song's End
point appropriately (on all tracks). This is similar to cutting a section out of a tape and splicing
the ends.
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Edit Song: Track Functions — Quantize

Use the Quantize function to adjust the timing of Note events. Keep in mind that only Note
events are quantized; other types of events, such as controllers, are not quantized.

I
Laollel =1 Hi
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Quant: Off / 1% — 100%

The Quantize parameter determines how much the selected Note events are moved towards
grid locations. If set to Off, no aligning of previously recorded Notes to grid locations will
occur. If set to 100%, every recorded Note event will be aligned to the closest grid location,
defined by the Grid setting. Notes will be moved to a position half way between the grid
location and the original Note event location if Quant is set to 50%.
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Grid: 1/1-1/384

This setting determines the size of the Quantize grid, expressed as a fraction of a Bar with a 4/4
meter. Set Grid to 1/1 for whole note grid, 1/16 for sixteenth notes. All of the standard note
durations and every fractional Bar divisions in-between are available as the size of the Input
Quantize grid. The double button press for quickly selecting Grid values is pressing the
Increment/Decrement at the same time.

Swing;: -99% — 125%(defaults as 0%)

The Swing percentage is applied to the quantize grid. Zero percent swing is straight time, 100%
produces a swing feel (triplet feel). A positive Swing value determines how close every other
grid location is moved to a point 1/3 of the way towards the next grid point. Negative Swing
moves every other grid location closer to a point 1/3 of the way towards the previous grid
point.

Shift: -26.020 — 26.020 (Beats and Ticks, 480 Ticks = 1 Beat)

In addition to quantizing the selected note events to specified grid locations in varying
amounts, the Quantizing function allows you to offset the original note locations forward and
backward in time any number of ticks (1/480th of a Beat) up to @ 26 Beats, before aligning them
to Grid locations. Shift is used to compensate for any notes played too early or late.

Region / CriteriaWindow
Release: Yes / No

Set the Release parameter to Yes if you would like each quantized note event’s Note Off
message to be aligned to the Grid location nearest to the time the key was originally released.

Edit Song: Track Functions — Reference Quantize

The Reference Quantize function is similar to the Quantize function in that it aligns Note events
to a grid. The difference is that the grid locations are not mathematically perfect divisions of a
Bar. Instead, Reference Quantize defines the grid based on the timing of note events from a
previously recorded reference track.
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RefSong: 1 NewSong

The previously recorded reference track can be selected from any Song object currently residing
in the RAM memory. Select the Song containing the desired reference track as the RefSong
value.

RefTrack: 1-16

The RefTrack value is set to the track number of the desired Reference Track in the Reference
Song. The timing of this track’s note events is used as the Grid that other tracks will reference
when being Referenced Quantized.
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Timing: Off / 1% - 100%

The Timing parameter determines how much the selected note events are moved towards grid
locations. If set to Off, no aligning of previously recorded Notes to grid locations will occur. If
set to 100%, every recorded note event will be aligned to the closest grid location, defined by
the timing of note events from the reference track. Notes will be moved to a position half way
between the grid location and the original Note event location if Quant is set to 50%.

Velocity: Off / 1% —100%

In addition to referencing the timing of note events on the reference track, you may also scale
the attack velocities of the note events being quantized to velocity values closer or identical to
the velocities played on the reference track.

Leave the Velocity parameter set to Off if you just want to reference the note event timing when
reference quantizing. Set Velocity to 100% in order to have the note events being quantized to
have velocity values matching those of the note events on the reference track. A setting of 50%
will change the velocities to values half way between the values originally played and the
values of the velocities on the reference track.

Region / Criteria Window
Width: 1/1-1/384

The Width setting determines the duration of a window of time centered around each of the
referenced grid locations. If a note event on the track being quantized happens during this
window of time, it will be moved closer to the referenced grid location according to the Timing
percentage. Note events occurring outside this window of time remain unquantized.

Edit Song: Track Functions — Shift

The Shift function allows you to offset the existing MIDI events forward or backward in time
any number of ticks (1/480th of a Beat) up to approximately 26 Beats. This function does not
affect the End point.

Events can not be shifted beyond the End point or before Bar 1 : Beat 1. The events can be
shifted only as far as these temporal boundaries. All events that can’t be shifted the full Ticks
amount will be placed at the boundary location.

=
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Ticks: -26.020 — 26.020 (Beats and Ticks, 480 Ticks = 1 Beat)
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The Ticks parameter specifies the number of Beats and Ticks that the MIDI events, from within
the selected region, are moved forward or backward in time relative to their original locations.
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Edit Song: Track Functions — Transpose

Use the Transpose function to change the MIDI Note numbers of the selected Note events.
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Semitone: -128ST — 127ST

An increment of one semitone represents a change of one MIDI Note number. Note events are
only transposable within the range of MIDI Note numbers from zero to 127.

Edit Song: Track Functions — Change

The Change function is used to modify attack velocities, release velocities, or the values of any
existing controller data on the current track. A static change of values can be made as well as
having the change take place over a region of time.

Change can not modify or add data that doesn’t exist on the current track. If you hear note
events played back on a track, then you know there is an attack and release velocity value for
each one, and the effect of the Change function can usually be easily detected. Controller values
are sometimes more difficult to change since there can be inconsistent gaps of time in-between
each controller event.
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The selected velocity or controller events’ values can be changed to a percentage of the original
values determined by the Scale parameter. A setting of 100% has no affect. Values are scaled
lower with a Scale percentage set from 0% to 99%. Low values can be set higher using a Scale
percentage above 100% on up to 20,000%, although the maximum value of 127 can not be
exceeded for any velocity or controller type.

Offset: -128 — 127

Offset can be used alone or in conjunction with Scale to add or subtract a set amount to or from
the original (or scaled) values. Values for velocities can not be less than 1 or greater than 127.
Values for controllers can not be less than 0 or greater than 127.

As an example, to set all Velocities to a value of 55, you would set Scale to 0% (multiplies all
original values by zero) and set Offset to 55 (adds 55 to the product of the Scale parameter).
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Mode: Constant / PosRamp / NegRamp

Set Mode to Constant to have values modified in a uniform fashion, as determined by the Scale
and Offset settings, for the entire selected region of time and range of values.

When the Change function is applied with Mode set to Positive Ramp, the selected velocity or
controller values will gradually change over the region of time, defined by the locations set for
the From and To parameters, from the original value to the new value determined by the Scale
and Offset settings. The first events being modified within the region will have little or no
change from their original values. The amount of Scale and Offset applied will increase as the
Song approaches the Bar and Beat defined in the To parameter, where the full amount of
described change will occur.

You can set Mode to Negative Ramp to achieve the opposite dynamic effect of Positive Ramp.
Negative Ramp works in the same way, but the amount of Scale and Offset applied will
decrease from the full amount of change described by Scale and Offset to little or no change as
the Song approaches the Bar and Beat defined in the To parameter.

Edit Song: Track Functions —Thin

Use the Thin function to reduce the number of actual controller events used for any controller
type on the current track. Sometimes a controller can produce the same noticeable effect by
using fewer events to describe its change, which in turn will save memory and possibly prevent
timing delays caused by an over abundance of MIDI data.

LRCT. 10 (n
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Percent: 0% — 100%(defaults as 50%)
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The Percent value determines how much effect the Thin function will have on a stream of
controller data. With this value set to 0%, there will not be any reduction of data when Thin is
applied. Set Percent to 100% to eliminate most of the specified controller’s events from the
current track. Even at 100%, certain controller messages will not be eliminated; these include all
pitch bend messages with a value of 0 and the initial settings of some controllers, such as
volume, pan, etc.

12-40



Song Mode

Edit Song: Track Functions — Grab

Edit Song: Track Functions — Remap

Use the Remap function to apply the values of any one type of controller data, already recorded
on a track, to another controller type. The effect the real time changes of the “Old” controller

had will be replaced by the effect the “New” controller has by using the exact same controller
values.
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O1d: Controller Codes (0 — 120)

Defined controllers are referred to by their names.

The “Old” controller is set to the controller type that you wish to remap. This controller data
must already exist on the current track in order to apply it to the “New” controller type.

New: Controller Codes (0 — 120)
Defined controllers are referred to by their names.

The “New” parameter is set to the controller code you wish to have use the existing values,
once used by the “Old” controller, to produce a different effect.

Edit Song: Track Functions — Grab

Grab is similar to the Copy function, except that the Grab function allows you to copy selected
data from tracks that exist in other Songs in memory.
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SrcSong: 1 NewSong

The Source Song parameter is set to the ID# and name of the Song in RAM memory that
contains the desired track data you wish to grab in order to use it in the current Song. The
source track is determined by the <>Track parameter displayed on upper right hand side of the
page, selectable with the CHAN/BANK buttons.

DstTrack: 1 -16 / All

Select a destination track for the grabbed events with the DstTrack parameter. All selected
events from the source Song and track described in the Region / Criteria Window will be
placed in the destination track(s) at any Bar and Beat you specify.
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If the currently selected track is All tracks then the destination track will be All tracks as well.

No matter what channel the current track (source track in the source Song) is set to when you
use the grab function, the Events will be played on the destination track’s channel.

Location: 1:1

Specify a Bar and Beat location in the destination track where the grabbed data will be placed
with the Location parameter. If the length of the grabbed region extends from the Location
point beyond the Song’s existing End point, a new End point is defined.

Times: 1 -127

The value selected for the Times parameter determines how many copies of the selected region
are placed, one after another, in the destination track.

12-42



Song Mode

Edit Song: STEP Page

Edit Song: STEP Page
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Duration: 1~
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PARAMETER RANGE OF VALUES DEFAULT
DUBMODE MERGE, ERASE MERGE
DURATION 1/1 -1/64 1/8
MODIFIER NONE, TRIPLET, DOTTED, DOTDOT NONE
GATETIME 0 —250% 75%
VELOCITY PLAYED, 1 -127 PLAYED
LOCATE BAR:BEAT.TICK 1:1.000

The Step Editor allows for non-real time entry of note events and rests of varying durations and
attack velocities at any location within a Song. The Step Editor can be used to enter the first
note events into a new Song, but it will not set the Song’s End point. Initial program changes,
volume and pan settings are remembered as if you recorded the first track using one of the real
time recording modes. The End point will be modified if tracks already containing data are Step
edited beyond the current End point.

The top line displays the currently selected RecTrk and can then be switched to any other track.
When All tracks are selected, the Step edits are performed on the currently selected RecTrk.

Recording with the STEP editor

Recording using the step editor is easy. Set the parameters to your desired settings and make
sure the Locate parameter is set to the bar and beat at which you wish to start recording. Then
just strike a key. The note you play will be displayed in the window on the right along with its
velocity or duration. If the Velocity parameter is set to Played, then it will reflect the actual
velocity you played. Otherwise, it will be specific amount determined by that parameter. The
duration of the note is determined by a combination of the Duration and Gate Time
parameters.

Once you release the key, the Locate parameter will advance in time, by an amount determined
by the Duration parameter. If you want to enter a rest, press the Step> soft button without
striking a key, and once again the Locate parameter will advance the selected amount.

You can enter note events longer than the selected duration by holding a key and pressing the
Step> button. You will see the duration of the current note change in the window on the right.
This can be a quicker method of entry than changing the duration parameter if you need a note
that is twice or three times as long as the duration. For instance, if the duration is set to 1/8, you
can quickly enter 1/4 note by holding the note and pressing Step> once, or enter a whole note
by pressing the Step> button three times. Note that if you are using this method and the Gate
Time parameter is set to less than 100%, it will only be applied to one of the steps. For example,
if you have a Duration of 1/8 and a Gate Time of 75%, then striking a note will produce a
duration of 180 (75% of 240). But if you hold the note and press Step>, then the duration will be
420 (180 + 240), instead of 360 (75% of 480).
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You can strike more than one note at a time to enter chords. You can also strike several notes
one at a time (holding on to the previous notes) to create a chord. As long as you do not release
all of the notes, the Locate parameter will stay at the same point and the notes will be entered as
a chord. If you want to create a chord where certain notes have longer durations than others,
strike the notes of the chord, then release the notes you wish to be shorter and press the Step>
button. The window on the right will change to show only the notes you are still holding with
their longer durations.

If you make a mistake while you are entering notes, you have two ways to fix it. With Dub
Mode set to Merge, if you are still holding the note, you can press the <Back soft button. If you
set the Dub Mode to Erase, you can just press the <Back button to erase the previous event and
then strike the correct note. Or you can set the Locate parameter to the proper spot and strike
the correct note.

DubMode

DubMode determines if the note events entered in the EditSong : STEP page will merge with, or
erase all other existing MIDI events located on the selected track, and in the Bars and Beats
being Step edited.

You would set DubMode to Erase to replace all existing track data just in the Bars and Beats you
edit. Data before and after the edited locations will be preserved. Set to Merge to add note
events to existing track data.

The DubMode value will reflect the last value given to the Mode parameter on the SongMode :
MAIN page, and if the DubMode in the Step editor is changed, the MAIN page Mode will be
changed to the same value.

Duration

The actual duration of a note event entered in Step time is determined by the values given for
the Duration, Modifier, and GateTime parameter.

The Duration parameter sets the base note duration where 1/1 is a whole note, 1/2 is a half
note, 1/32 is a thirtysecond note, and so on. The setting for this parameter, along with its
Modifier, determine the size of the jump from the current Song location to the next Step entry
location. The double button press of the Increment/Decrement buttons is one method of
selecting a Step’s duration.

Use the numeric keypad to quickly select a note duration and modifier whenever the cursor is
positioned over the Duration field. These are the keypad duration settings:

whole note

half note

thirtysecond note

quarter note

sixtyfourth note

sixteenth note

applies a dotted modifier to current duration
eighth note

applies a triplet modifier to current duration
removes any modifier

COXINUTEWN =

Modifier

The Modifier parameter allows you to change the Duration value with three standard
modifiers. Set to None if you do not chose to use a modifier.

Use the triplet modifier for a resulting duration 2/3 of the value set in the Duration parameter.
(e.g., an eighth note = 240 ticks, an eighth note triplet = 160 ticks).

12-44



Song Mode

Edit Song: STEP Page

A Dotted modifier adds half of the current Duration value to that duration, and a DotDot
modifier will add 3/4 of the current Duration value to itself. (e.g., an eight note = 240 ticks, a
dotted eighth note = 360 ticks, and a double dotted eighth note = 420 ticks).

GateTime

GateTime determines the percentage of the note duration, (set with the Duration and Modifier),
that is actually played. The value given for the GateTime parameter does not affect the size of
the jump from one Step to another, but only the length of time that the note(s) entered for each
Step are sustained. You can use a value greater than 100 for a legato feel, but keep in mind that
when two identical notes overlap you may get unexpected results. This is because the Note Off
command from the first (overlapping) note will also cut off the second note (when it is
identical).

Double-press the - and + buttons to increment this value in 20% intervals.

Velocity

Each note event entered in the Step edit mode is assigned an attack velocity either by setting
the Velocity parameter to a value between 1 and 127, or by setting the value to Played, where
the velocity at which you actually enter notes is used for each Step.

Locate

The Bar, Beat and Tick displayed as the Locate value is the location where the next Step entry
will placed in the Song, and once the Step is entered, Locate will advance an amount of time
determined by the Duration and Modifier settings. The Bar and Beat, but not the Tick, will
update during playback. It can be set to any Bar and Beat, including negative values, so that
playback begins at, and Stop resets the Song to the Locate Bar and Beat. If the Bar and Beat
value is set beyond the current End point, and no notes are entered before you press Play, then
that location will be ignored when you begin playback and the Song will start from Bar 1 : Beat
1. If set to a negative Bar and Beat, no Step entry is possible.

Soft Buttons on the Edit Song: STEP Page

Play starts the playback of the Song from the Bar and Beat set in the Locate parameter. When
the Song is playing, this soft button becomes Pause.

Stop halts the playback of the Song and return to the Bar and Beat set as the Locate value.
<Back / Step> move the current location of the Song backward and forward in time, as
reflected in the Locate Bar, Beat, and Tick. How far the location is changed from its current

setting is determined by the Duration and Modifier settings.

Done returns to the EditSong : COMMON page when you are finished Step editing.
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Edit Song: ARRANGE Page

This page allows you to create a song by arranging other songs together in the order you
specify. The other songs become sections (called Steps) of the current song, which can be
repeated, transposed, etc. You can even trigger Steps by striking specific keys on the controller.

Sond E

Muteg: ———— ———— ———— ————
Aroseidst TimesiZx  Mode fHext

i ic ot cetrrogFian Kotor Bhone

You can also create an arrangement of other songs to play back simultaneously with the current
song. This gives you up to 32 tracks: 16 tracks in the current song plus 16 in the song or songs
called by the arrangement (which are specified by the ARRANGE page’s Song parameter).
Alternatively, the current song might not contain any song data per se, but could just include the
arrangement data, by which the pieces of a composition are assembled together. One thing you

can’t do, however, is "nest" arrangement songs. In other words, if you include a song with
arrangement data in another song with arrangement data, it won’t work.

More often than not, you would want to start using the Arrange feature from a "New Song" that
doesn’t have any track data recorded yet. Press the ARRANG soft button on the COMMON
page to enter the EditSong : ARRANG page, gaining access to a group of arrangement specific
parameters. All Songs have these parameters for creating complex arrangements of existing
Song Objects, using ranges of the keyboard and realtime performance controls for triggering
steps, but not every Song will utilize them.

When a Song containing an Arrangement is selected as the “CurSong” from the MAIN page,
three dashes (---) appear above the Track parameter name to indicate that the current Song has
been saved with arrangement information.
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Track iE
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These three dashes show that the song includes arrangement information.

When you play a song that includes arrangement information, dashes are replaced by
the play indicator (>), Song ID number, and Step number
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When an Arrangement is PLAYING, the three dashes on the MAIN page are replaced with the
ID# of the Song currently being played (or triggered) in the Arrangement, and the number of
the current Step.

The square Track Mode Indicators will flash when MIDI data is present on the tracks during
play back of an arrangement. The actual track data playing back is supplied by the Songs
entered into the steps of an arrangement.

aloseidst Timesilx  Mode fMext

o Rnelctlcctioolle s Retor fons

PARAMETER RANGE OF VALUES DEFAULT
STEP 1-99 1

SONG ANY SONG IN MEMORY 0 NONE
MUTES - M - (NOT MUTED)
XPOSE -128ST — 127ST 0ST

TIMES 1X — 120X, INFINITE 1X

MODE NEXT, STOP NEXT

LOKEY C-1-G9, OFF OFF

HIKEY C-1-G9, OFF OFF

LATCH ON, OFF OFF

VELTRK ON, OFF ON

The first number displayed in the Step field on the top line is the current step. The second
number is the total amount of steps in the arrangement. The current step in the screen above,
for example, is the fourth step in an arrangement consisting of five steps. Use the CHAN/
BANK buttons to select the current step for editing.

Step

The number of steps in an arrangement defaults to 1. All other steps are then added when
needed. The step of the Arrangement selected for editing is displayed as the Step. Use the
CHAN/BANK arrows to select the different steps in your Arrangement. StartStep on the
EditSong: COMMON page (see page 12-25), as well as the key ranges of the steps, control what
steps are played. The behavior and control of each step is defined with the parameters
described below.

Song

The Song is the ID# and name of a Song Object in memory that will play back in proper
numerical order with the other steps in an arrangement or will respond to any triggering from
a defined keyboard range in that step. This song’s (up to) 16 tracks will play in addition to any
tracks in the current song.

Mutes

The possible sixteen tracks of the current step’s Song can be individually muted. When the
selected step’s display has tracks with an (M) in this field, those tracks will be muted during
playback of the Song in the Arrangement.

Xpose

Each Step in an Arrangement can impose a transposition on the Song selected in its Song
parameter during playback. Xpose determines how many semitones a Step’s Song is
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transposed above or below the Song’s original key during playback. All tracks of the Step’s
Song will be transposed, except for those tracks defined as drum tracks in the EditSong :
COMMON page of the Step’s Song. See page 12-27 for a discussion of drum tracks.

Times

Times sets the number of times that a Song is looped before an Arrangement moves on to its
next Step. You can set this value to repeat the Song up to 120 times before the next Step is
played, or you can specify an infinite loop ("Inf"), in which case the arrangement will play that
Step until Stop is pressed. A song’s PlayMode setting has no effect when the song is included as
a step in an arrangement.

Mode

The Mode setting found in the Arrangement editor determines whether an arrangement plays
the next Step or if the sequencer will stop after playing the current Step. Unless you want the
arrangement to loop (i.e., return to step one after playing the song’s final step) set the final
step’s mode to stop. A song’s PlayMode setting has no effect when the song is included as a
step in an arrangement.

Triggering Steps from a Key

You can play and transpose the steps in your arrangement with the keys on your keyboard.
This is a good way to try out arrangement or composition ideas, and also has some exciting live
performance applications. If you were suddenly struck by inspiration at a gig, for example, you
could spontaneously repeat or transpose sections of an arrangement.

The four parameters along the bottom of the Arrange page let you set up real time control of the
Steps in an Arrangement. Make sure that the TriggerCtl parameter, found on the COMMON
page (see page 12-27), is set to ON, which is the default, or to the global control source that you
are using to enable this feature. TriggerChan, also on the COMMON page will need to be set to
the current MIDI channel; the default is channel 1.

LowKey

The first parameter, LowKey, is the setting for the lowest note in a keyboard range, that when
played by the TriggerChan, will trigger the start of the current Step. Triggering a Step from the
LowKey will play back its Song in its original key transposed the number of semitones set in
the Xpose setting. As you play up the keyboard chromatically, the Step will transpose its Song
in semitone increments. All tracks of a Song being transposed by keyboard triggering will be
transposed accordingly, except for tracks defined as Drum Tracks on the COMMON page.

HiKey

The highest note of the keyboard range designed to trigger the current Step is set in the HiKey
parameter. HiKey defines the largest transposition of a Step from the key of the Song triggered
by the LowKey. The HiKey must be a higher note value than the LowKey in order to trigger any
Step from the keyboard.

Latch

If Latch is set to Off, the playback of the Step, triggering it from the defined keyboard range,
will be gated for as long as the triggering Key is depressed. Set Latch to On if you want the use
the keyboard to start the Step, and have it continue playing after you stop holding the key
down. The Step will play for its entire length unless you either press Stop or retrigger the step.

VelTrk

Turn the VelTrk parameter On to make your real time Arrangements more dynamically
controllable. The original attack velocity of every Note event in the triggered Step’s Song will
be scaled to values determined by the attack velocity of the note you play when triggering.
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Soft Buttons on the Edit Song: ARRANGE Page

Add adds another Step to the Arrangement. The new Step will be inserted as the Step number
directly after the current Step. You would add a Step to place a new section into a Song
Arrangement or to define another keyboard range for triggering.

Delete removes the current Step.

SetRng lets you quickly define the keyboard range for triggering the current Step from the
MIDI keyboard. This dialog will appear:

Strike low ked...

“Strike low key...”

Play the lowest note of the range you wish to define, then:
“Strike high key...”

Play the highest note of the range you wish to define. At any time you may abort the range
setting procedure by pressing the Cancel soft button, which returns to the ARRANGE page.

Play lets you audition your Arrangement from the ARRANGE page, starting playback from the
currently selected Step.

Stop halts the playback of an Arrangement from the ARRANGE page.
Done exits the ARRANGE page and returns to the COMMON page.

Selecting a Song for Playback

Select the Song parameter with the cursor buttons, then use any data entry method to scroll
through the list of songs. Press the Play soft button, and the song will begin playing. Press the
Stop soft button, and the song will stop and “rewind” to the beginning. If you press Play while
the song is playing, the song will stop and the play pointer will revert to the Locate parameter,
and will show your current location in the song. At this point you have two options. If you
press the Play button again, the song will continue from its current location. If you press the
Stop soft button, the song will return to 0:0.

The K2500 automatically selects programs for playback based on the MIDI channel(s) and the
programs assigned to them at the time the song was recorded. When you start playback, the
K2500 sends program changes, on all relevant channels, to its sound engine and to the MIDI
Out port if the PChng parameter on the MIDI mode XMIT page is turned on.

If you want to use a different program for playback than the one originally recorded, you'll
need to defeat this automatic program selection. To do so, set the ProgLock parameter to a
value of On. The ProgLock parameter is found on the MIDI mode CHANLS page; you can set it
independently for each of the 16 MIDI channels. When a channel’s ProgLock parameter is set to
a value of On, the K2500’s sound engine will ignore all program changes it receives on that
channel, either via MIDI or from the K2500’s front panel.

When you've set the ProgLock for each of the channels used in the song, you can go to Program
mode, select the MIDI channels used by the song, and assign the programs you want to use.
When you return to Song mode and play the song, the automatic program changes are
defeated, and the song plays the programs you assigned.
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Effect Selection During Recording and Playback

When you're recording or playing back a song, the preset effect applied to the song is
determined by the program assigned to the FX Channel. Only one effect can be applied at a
time, even for multi-part songs using more than one program. Depending on the combination
of values for the FX Mode and FX Channel parameters in Effects mode, the FX channel may
automatically track the current MIDI channel. In this case, if you change the current MIDI
channel during playback, or during a MIDI recording, the current FX Channel, and
consequently the current effect, will change also, which might not suit your needs.
Consequently, there’s a way to force the FX channel to remain constant during playback or
MIDI recording, even if you move to another mode during the playback or MIDI recording and
change the current MIDI channel.

This is done by setting the FX Mode parameter to a value of Auto, and the FX Channel
parameter to a value of Current—which is the most generally useful combination of settings for
these parameters. In this case, when you're in Song mode—or when you move to another mode
during playback or MIDI recording—the FX Channel parameter is temporarily forced to a
value of 1. Therefore the effect is determined by the program assigned to MIDI channel 1, and
will not change, even if you change the current MIDI channel during playback or MIDI
recording.

Of course, changing MIDI channels during playback or MIDI recording will not change the FX
channel if the FX Channel parameter is set to a value from 1 to 16, or if the FX Mode parameter
is set to a value of Master.

Synchronizing Songs

The K2500 has an internal MIDI clock, which is always running at a speed set by the Tempo
parameter. When you're in Song mode and the Clock parameter is set to a value of Internal,
songs will sync to the K2500’s internal clock. At this setting, the clock signal is sent to the
K2500’s MIDI Out port. This is standard MIDI Sync, and any device that accepts MIDI Sync will
play in sync with the K2500.

If you set the Clock parameter to External, the K2500 expects to receive MIDI Sync at its MIDI
In port. When you play back a song, pressing the Play soft button will cue the K2500 to wait for
the sync signal. It will begin playing when it receives the signal, or when you press the Record
button again. If no sync signal is received, the K2500 uses its internal clock at the tempo of the
current song.

If you're using Song mode to capture a sequence that you've recorded on an external sequencer,
you'll want to consider the Clock parameter’s setting before you record via MIDLI. If you have
the Clock parameter set to External, the K2500 will follow the clock of your external sequencer.
As a result, the notes in the song you create will fall regularly on the beats (unless your
externally recorded sequence uses a time signature other than 4/4). This will make it easier for
you to find the notes in the Song Editor. If you set the Clock parameter to Internal, the notes in
the song will not necessarily align with the beats of the measures in the song, but the song will
play back exactly as you recorded it on the external sequencer—including tempo changes you
may have incorporated into the externally recorded sequence. If the Clock parameter is set to
External, tempo changes will not carry over to the K2500, and will not be heard when you play
back the song.

Finally, keep in mind that when the Clock parameter is set to External, programs that use one or
more of the Clock control sources (see Chapter 6 of the Reference Guide) will sync to the external
MIDI signals. If no external sync signal is received, the Clock control sources are disabled.
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Memory Limits

While there’s no actual time limit to the length of the songs you record, their size is limited to
64K (or to the maximum amount of available free RAM space you have, if it’s less than 64K).
However, you can create longer songs by recording each section as a separate song, then
putting it together with the Arrange feature. If you run out of RAM space while recording a
song, the recorder stops and prompts you to save the song. It's a good idea to check your free
RAM space before you begin recording a song, and to check the “Used” readout as you record.
If you've used all the available RAM for recording, you may find that when you go to the Song
Editor to delete a song or edit its tempo, the K2500 tells you that there’s not enough memory to
edit. In this case you won’t be able to edit any object greater than 4K in size. Objects smaller
than 4K can still be edited, because the K2500 always reserves a minimum of 4K of RAM.

If you want to delete a song and the K2500 won’t let you enter the Song Editor, select one of the
Metronome songs. Since the metronome songs are smaller than 4K, you'll be able to enter the
Song Editor. Press the Delete soft button, then use the Alpha Wheel to select the program you
want to delete. Press the Delete button again, and the song will be erased, freeing up enough
RAM to edit other songs.

Loading Songs From Disk

If you have a Type 0 or Type 1 MIDI sequence file stored on an MS-DOS disk (720K or 1.4 M),
you can load it into one of the RAM banks, and the K2500 will be able to play it from Song
mode.
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Recording Multi-timbral Sequences via MIDI

You can record sequences from an external MIDI device using Song mode. Program numbers
and MIDI channel assignments of multi-timbral sequences are recorded with the notes. To
record via MIDI, connect the MIDI Out port of your sequencer to the K2500’s MIDI In port.
Select Song mode, and set the Clock parameter to External. This will sync the K2500 with the
MIDI clock of the external sequencer.

You will probably want to set the Local Keyboard Channel parameter to None when recording
from an external sequencer, since the rechannelizing effect of that parameter could have
unintended results.

To record all your tracks in one pass, set the RecTrk parameter to Mult and make sure that for
each channel of information on your source sequence, you have a track enabled to record and a
unique channel assigned to that track. (The default setting of all tracks enabled to record on
channels 1-16 will always work.)

You can also record individual tracks from your source sequence by setting the RecTrk
parameter to a specific track. The K2500 will record only information coming in on the channel
that the RecTrk parameter is set to.

Press the Record button, and the K2500 will wait for the first clock start from the sequencer.
Make sure that your sequencer is set to send MIDI clock signals, and start the sequence. The
K2500 will begin recording when it receives the first MIDI clock start from the sequencer. When
the sequencer has finished its playback, press the Stop soft button, and the K2500 will stop
recording and ask if you want to save the song.
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Chapter 13
Disk Mode

Disk mode lets you load and save files of objects between the K2500 and the outside world,
through the K2500’s floppy drive or SCSI ports. The floppy drive accepts MS-DOS format
double-sided double-density (DSDD—720K) and high-density (HD—1.4 M) floppy disks. It
will also accept single-sided double-density disks (SSDD—360K) if they’re formatted as
double-sided. To save data from the K2500 to a floppy disk, the disk must be formatted
(initialized) by the K2500 or by an IBM®-compatible computer running MS-DOS® software.

Most SCSI (Small Computer System Interface) devices will operate with the K2500. The K2500's
SCSI ports require 25-pin SCSI connectors, and will work with hard drives up to 2 gigabytes in
size. The most common use for the SCSI ports is to connect a hard disk or chain of hard disks
for storing samples and other objects. You can also connect a CD-ROM drive for reading files to
the K2500. The K2500 will treat a CD-ROM drive like any other SCSI device (except that you
can’t save files to it).

Disk Mode in the K2500 allows flexibility to organize disk files and their contents. Many
powerful operations are included that can save a lot of time by allowing you to easily specify
exactly what you want to load or save. Examples of this range from organizing related files
into directories, to loading macro lists of files or selected objects from multiple SCSI drives, to
setting up programs to automatically link with samples off of a CD-ROM.

Lastly, the K2500 offers MS-DOS file system compatibility, sample transfer using the standard

audio file formats "AIFF" and "WAVE", and saving of song files as MIDI Type 0 format.
Furthermore, the K2500 can read song files in MIDI Type 1 format.

Disk Mode Page

To enter Disk mode, press the Disk button, and the Disk mode page will appear:
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As usual, the current mode is displayed on the top line. At the middle of this line, the amount
of available sample RAM is shown (if you have added optional sample RAM; if you haven't,
this part of the top line will be blank). To the right of the top line you see the amount of memory
available for storing all other RAM objects. Straight from the box, this number should be
around 240K. If you have added the optional P/RAM extension kit, the number will be about
1260K. The P/RAM kit enables you to store hundreds of additional programs, songs, and any
other objects. If you do a lot of programming or sequencing, the P/RAM option is a good idea.

In the center of the page is a line indicating the currently selected device. Select different
devices using any data entry method. You can select the floppy drive, or SCSI IDs 0-7. (If you
connect an Apple Macintosh® personal computer, don’t select SCSI ID 7, since that’s the SCSI
ID of the Mac, which can’t be changed. All SCSI devices connected in a network must have
different SCSI IDs in order for the network to function). When you want to communicate with
any of the SCSI storage devices in your network, set the Current disk parameter to the value
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that matches the SCSI ID of the device you want to address. That is, the K2500 will interact with
the SCSI storage device whose SCSI ID matches the value of the Current Disk parameter. If you
choose a value of Floppy, the K2500 will communicate with its floppy disk drive.

The manual for your SCSI disk should tell you its SCSI ID. Most newer SCSI disks show their
SCSI IDs on their rear panels, and many have adjustable SCSI IDs.

The currently selected device will be read from or written to when you load, save, rename, or
delete files. Use the soft buttons to start any of these operations. Refer to "Soft Buttons on the
Disk Mode Page" on page 13-5 for complete information.

Formatting a Floppy Disk

Floppy disks must be formatted (initialized) to the Kurzweil format before they can be used
with the K2500. The K2500 uses the MS-DOS format, so floppies formatted on DOS computers
should work with the K2500. To format a disk on the K2500, insert a floppy disk in the K2500’s
floppy drive. Make sure the disk is unlocked (the sliding switch on the back of the disk is set so
you can’t see through the hole on that side of the disk).

Press the DISK button to enter Disk mode. Make sure the Current disk parameter says
“Floppy,” so you don’t accidentally format any SCSI devices you might have connected! Press
the soft button labeled Format. The K2500 will ask you if you want to format, and a pair of Yes/
No soft buttons will appear. Press the Yes soft button, and three soft buttons will appear, letting
you choose between formatting the floppy as a 720K (double-density) or 1.4M (high-density)
disk. Press the appropriate soft button, or press the Cancel soft button.

If the floppy you inserted is double-density and you press the 1.4M soft button, the format
procedure will fail. This is also true if the disk is high-density and you press the 720K soft
button. If the floppy is single-sided (SSDD), you can press the 720K soft button, and the floppy
will be formatted as a double-sided disk. (The only difference between single- and double-
sided floppies is that both sides of a double-sided floppy have been tested by the
manufacturer.)

Once you select between the 720K or 1.4M format, the K2500 will remind you that formatting
will erase the floppy, and will give you two more chances to cancel the formatting procedure—
we want to make sure you don’t accidentally erase any disks. Press the Yes soft button to
continue formatting. When formatting begins, the display will tell you that the disk is being
formatted. You'll hear the disk drive turning, and the disk drive LED will light.

Formatting a 1.4M floppy disk takes just under three minutes, including the automatic
verification. When formatting is finished, the display returns to the Disk mode page.

Connecting a SCSI Device

It's easy to connect SCSI devices to the K2500’s SCSI ports. Using a SCSI device will give you
off-line storage, and can speed up your loading and saving operations considerably.

You’ll need a SCSI cable with a 25-pin SCSI connector on the end to be connected to the K2500.
If your SCSI device does not have a 25-pin connector at one end, you can find SCSI cables like
these at any personal computer store. Connect the 25-pin end of the cable to either of the
K2500’s SCSI ports, and the other end to your SCSI device. Two SCSI ports are provided to
enable you to chain SCSI devices together. Before you start connecting cables, however, please
read the next section carefully. We've also included important information about SCSI in
Chapter 10 of the Reference Guide.
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SCSITermination

Simply put, SCSI termination prevents the electrical signals used by SCSI devices from being
reflected from unconnected SCSI ports, and possibly disrupting the data stream. The rule for
SCSI termination is that the two SCSI devices on the ends of a chain of SCSI devices must be
terminated, and all devices in between, however many, must be unterminated. Newer SCSI
devices usually make it easy to enable or disable their termination settings. Older SCSI devices
may require an external terminator to be installed. These are available at all personal computer
stores. Make sure you get the right size for your device (25-pin or 50-pin).

It’s impossible to describe all the possible configurations of SCSI devices, so we'll provide you
with a few general guidelines that will cover the requirements for most SCSI systems. If you're
chaining large numbers of SCSI devices together, you may have to do a little juggling, but
chances are you'll already have some experience with SCSI termination.

First of all, it’s very important that you terminate your SCSI system properly. Improper
termination can result in lost data, can interfere with the operation of your SCSI devices, and
over the long term, can damage them.

If your SCSI system includes an Apple Macintosh® personal computer, you'll need to be sure
that it is internally terminated. This is because the Mac has only one SCSI port, and therefore is
necessarily going to be at one end of your SCSI chain. If your Mac has an internal hard disk,
you can go ahead and hook it up, since it’s sure to be internally terminated. Some Macs without
internal hard disks are not terminated, so this may cause a problem. If your Mac has no internal
hard disk, and you're not sure whether it’s internally terminated, you should call your local
Apple dealer for confirmation.

If your SCSI system includes only the K2500 and an internally terminated Mac, you're all set.
Just connect the Mac’s SCSI port to either of the K2500’s SCSI ports, and you're ready to roll.
The K2500 is internally terminated, so in this case, you've satisfied the requirement of
terminating both ends of the chain.

If you have an internally terminated Mac, a K2500 and an external hard disk with two SCSI
ports, setting up is also painless. Connect the Mac’s SCSI port to one of the hard disk’s SCSI
ports, and the K2500’s SCSI port to the hard disk’s other SCSI port. Make sure the hard disk is
not terminated, since it’s in the middle of the chain. In this configuration (with a terminated
Mac at one end and the K2500 at the other), you can chain up to six hard disks between them.
Make sure they’re all unterminated, and don’t forget to set each disk’s SCSI ID to a different
value.

Disabling the K2500’s SCSI Termination

If you have a Mac, a K2500 and an external hard disk with only one SCSI port, you'll need to
have your K2500 serviced. The only way to connect a system of this sort is to have the K2500 in
the middle (with one SCSI port connected to the Mac, and the other to the hard disk). In this
case, you'll need to have your Kurzweil / Young Chang dealer or service center remove the
K2500’s internal termination. This is very easy for a qualified technician to do, and shouldn’t
take more than a half hour or so. Late model K2500s have a "SCSI Termination Enable / Disable"
switch on the back panel that lets you change the termination status of your K2500 without
opening the unit.

If you install an internal hard disk in your K2500, the technician who does the installation
should remove the K2500’s termination as part of the installation. This will not necessarily
enable you to connect the K2500 in the middle of a SCSI chain, however, since the internal hard
disk has its own termination. With an internal hard disk, the K2500 should be installed at the
end of a SCSI chain. The internal hard disk’s terminator will provide the termination for itself
and the K2500. You can remove the termination from the internal hard disk as well, if you want
to connect your K2500 in the middle of a SCSI chain, though we do not recommend this.
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If you're planning to buy an external SCSI hard disk to use with your K2500, it’s a good idea to
buy one with two SCSI ports. Most new hard disks have two ports, and can be terminated or
unterminated relatively easily. This gives you added flexibility, since you can install it at the
end of a chain, leaving its termination in place, or in the middle of a chain, using both its SCSI
ports, and removing its termination.

When your SCSI device is connected, you can select it with the Current disk parameter on the
Disk mode page. Use any data entry method to select the SCSI ID that matches the SCSI ID of
your SCSI device. If you're using the numeric keypad to select the device, enter "9" to select the
floppy. Newer SCSI devices usually have an external switch for setting their IDs. Older units
may not have these; check your device’s owner’s manual for its SCSI ID.

Using your K2500 in a SCSI System

Path

SCSI IDs

All devices in a chain of SCSI devices must have different SCSI IDs, including the K2500. The
K2500’s SCSI ID is set at 6 by default, and can be changed on the RECV page in MIDI mode. If
your SCSI system includes a Mac, be sure not to use SCSI ID 7 for any of your other devices,
since the Mac’s SCSI ID is 7, and can’t be changed.

Once you've made sure that all connected devices are set to different SCSI IDs, you should be
able to select the devices, format them, and start loading and saving files.

Formatting a SCSI Device

The procedure for formatting hard disks is essentially the same as with floppy disks, once the
SCSI device is selected with the CurrentDisk parameter. The K2500 will recognize the disk as a
SCSI disk, and will warn you that formatting will erase the contents of the disk. Compared with
personal computers, the K2500’s formatting time for SCSI disks is surprisingly short.

A directory is a file on the disk that lets you group other files together as you might separate
documents using folders in a file cabinet. You can create directories on K2500 Format SCSI and
floppy disks. You can even create directories within directories, which are also called
subdirectories.

Directories are very useful for organizing your sample, song, and program files. The K2500
provides many operations for setting up and managing the directories on your disks and the
files within them.

The Path field shows the current directory on the current disk if it is a K2500 format disk. This
field is displayed upon returning to the Disk Mode page after you have pressed one of the disk
function soft buttons and viewed the file contents of a specific disk.

The current directory is always set to the top-level or root directory when the K2500 is powered
on, or when the CurrentDisk parameter is changed. After this, the current directory is
remembered by the K2500 as the most recent directory accessed by the disk functions.

The root directory is displayed as

Fath = ™
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If you press the Load button and load in a file from a subdirectory called SOUNDS, the Path
field will appear as

Fath = ~S0UNDS™
The slash character is also used as a directory separator, as in the following Path:

Fath = ~HNEWTUNE~SAMFLES>DOGE™

This represents the subdirectory DOGS, that is located in the SAMPLES subdirectory of the
NEWTUNE directory in the root directory. If the path is to long to fit on the top line of the
screen, its display may be abbreviated. The maximum length of a path in the K2500 is 64
characters (including '\' characters).

Startup

The Startup parameter determines what disk drive will be used for loading the power-up
macro file BOOT.MAC (See "Creating a Startup File," page 13-65). If this is set to None, then the
K2500 will power-up in a normal fashion. If this is set to a SCSI device or Floppy, when the
K2500 is next powered on it will look for the BOOT.MAC file in the root directory of the
specified disk, and load in each of the entries in the macro specified within.

This feature provides a very flexible way to automatically configure your K2500's memory
contents whenever you turn the power on.

Library

This feature works in conjunction with the Macro feature to provide a way to distribute Macro
files that load data from removable media without having to know in advance the SCSI ID of
the removable drive. A Macro file stores its references to drives by drive ID (SCSIID or
Floppy), or by either a "Library" or "Unspecified" designation (see the section on Macro files,
page 13-38.) Typically, you would set the Library parameter to be the same as the SCSI ID of
your CD-ROM drive, if you were loading Macro files from a Floppy disk or another SCSI drive
that referenced CD-ROM files containing samples or keymaps.

Use of the Library feature is described in more detail later on in this guide.

Disk Drive Information

Below the media type and disk capacity is displayed specific information about the current
disk's manufacturer, model number and internal mechanism. The K2500 requests this
information from a SCSI drive when the drive is selected by setting the Current Disk
parameter. This information may be needed when determining if a given drive is compatible
for SCSI operation with the K2500.

Macro On Indicator

When the "L MacHo QR 2" indication is displayed, it means that any load operation
performed will be recorded in the K2500's macro table. The Macro feature is described starting
on page 13-38 in this guide.

Disk Mode Soft Buttons

Here is a brief description of each of disk mode’s soft button:

Load Loading files or loading files from the current disk into K2500 memory.
Save Saving banks of objects, selected objects, or a macro as a K2500 file on the current
disk.
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Macro Controls macro recording. Allows modifying entries from the current macro list.
Delete Delete files from the current disk if it is a K2500 disk. See "Deleting files", below.

Rename Change the file name of a file on a K2500 disk. See "Renaming Files", below.

Move Change the location of a file from within one directory to another (on the same
disk).
Util Check the free space, find files, and view directory organization and sizes on the

current disk.
NewDir Create a new directory on K2500 disks.
Backup  Hierarchical file backup between drives.
Copy Single file copy between drives.
Sleep Send SCSI sleep command to the current disk. See "The Sleep Soft Button", below.
Format  Format the current disk as a K2500 disk.

The Sleep Soft Button

Many SCSI devices will “sleep” when they’ve been idle for a few minutes. In other words, the
disk will stop spinning, in order to save power and reduce wear. The K2500 lets you tell your
SCSI devices to sleep. Just press the Sleep soft button, and if your devices have this feature, they
will sleep. This is particularly useful in a quiet studio situation.

Any Disk mode operation will “wake” the device again. The K2500 will ask you to wait while
the device’s disk starts spinning. As soon as the disk is spinning at full speed, the K2500 will
execute the operation you selected. Some SCSI devices automatically sleep when they power
up. (A device of this type usually provides a way to override this feature; check its manual).
Any Disk mode operation will wake a disk in this case, as well.

File List Dialog

éﬂ=% Parentl Oren B 0K |

The file list dialog is displayed anytime you select a disk function to operate on one or more
files on a drive (such as Load or Rename.) Here is a typical file list dialog, for the Load function:

SSOON L ERZ
|

FERLC RZ

File to lnad=EE

When you enter this dialog, the K2500 selects the current directory to display, and displays its
files in an alphabetized scrolling list. If the current directory cannot be located (for instance, if a
removable media disk has been changed), the default is to display the disk's root directory.
The root directory will also be selected if the disk drive was just chosen by the CurrentDisk
parameter on the Disk Mode page (remember that the current directory is always set to the top
level when the CurrentDisk parameter is changed, or if the K2500 has just been powered on.)

The display for all drives (including floppy) shows the 3-character extension of all files in the
directory (except directories themselves). Extensions are created when the file is saved by the
K2500. You cannot modify the extensions on the K2500. This is because the K2500 uses the
extensions to tell it what kind of data is stored within the file.
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Directories created by the K2500 have up to 8-character names, with no extension. A directory
can have an extension if it is created on an external computer (more on this later on).

Here is a list of extensions used by or accepted by the K2500:

AIF Audio Interchange File Format (AIFF)

KOS Kurzweil K2500 operating system file

.KRZ Kurzweil K2000 format file

K25 Kurzweil K2500 format file containing objects and / or sample data
.MAC Kurzweil K2500 disk macro file

.MID MIDI type 0 sequence file

WAV Microsoft RIFF WAVE format

When loading files, the K2500 will try to find out the type of file if the extension is not the same
as is suggested above (with one exception, MAC files.) The K2500 can create files with any of

the above extensions.

The top line of the file list contains several items of information pertaining to the currently
displayed directory contents. A typical information line looks like this:

In the center of this line is an indicator of the number of files in the currently displayed
directory. This number is grouped together with the number of selected files:

The first number means "No files selected" and the number after the slash means "Fifty-four
files are in the directory". File selection is possible in several of the disk functions, more on this
below. The total number of files also includes any subdirectories of the current directory, but
not the files within the subdirectories.

On the left end of the top line of the file list page is the current directory, sometimes in an
abbreviated form. If you are in the root directory, the display will read:

If you are in a directory that is more than one level down from the root directory, such as
\FX2\ GLASS\BREAKING, the display will read:

The "..\" indicator tells you that you are more than one level down from the root directory.
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The File Index

On the right end of the top line is the Index field. This tells the position of the highlighted file
relative from the beginning of the file list. The first entry in a file list is index 1.

File to lnad=Dﬁgua

1
LOMNGSMFS
ceicctl koot Jrarcn

Typing a number on the K2500 numeric keypad will automatically scroll the display to the

corresponding entry in the file list. Typing an out of range value such as 999 is a quick shortcut
to get to the end of the file list.

In addition to remembering the current directory on the most recently used drive, the K2500
now also remembers the index within the file list for the current directory. For instance, if you
were to hit cancel on the above screen, and then either choose a different disk function (such as
Rename), or even if you exited Disk Mode, went to Program Mode, and then later returned to
Disk Mode to load a file off of the same drive, the file index would still show up on 3
(DOORS.KRZ). This index is remembered until a new drive is selected by scrolling the Current
Disk parameter on the Disk Mode page.

There are exceptions to this however. For example, when a file is written to the drive using the
Save function, the index will subsequently be set to the file that was just saved (see Save
function). The index can also be explicitly set using the List and Find utilities (see below).

If there are no files in the current directory, then the index is 0:

File to load: NN

eiectl oot Brarert] Oren B DK

You will also see that there is a blank cursor bar, but no file names are displayed.

The maximum number of files that can be accessed within a single directory is 360. If you have
more files than this amount in a single directory, then you will not be able to view the entries
past index 360.

While in this dialog, pressing the CHAN/BANK buttons (to the left of the LCD display) will
scroll the file list in either the forward or backward direction by "pages" of 5 entries. It is often
easier to scroll the list this way when looking to see if a particular file is present in a directory.

Soft Buttons in the File List Dialog

Use the Select soft button for multiple file selection in the Load, Delete, and Move functions. In
the display below, there are two files selected, as indicated by the asterisk ("*") after the .KRZ
file extension. If OK were pressed for the following screen,
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File to lnad=Dﬁh 5

|
LOMNGSMPS
Selootl Root !
the files DOORS.KRZ and FLUTE.KRZ would be loaded.

The Select button will toggle the selection, meaning that if you press Select on a given file, the
asterisk will go on if it is currently off, and vice-versa. Selecting can only be done for files, not
for directories. You can select as many files as you wish using the Select button. There is also a
way to select all files at once, or clear all file selections at once, using a double-press of the
cursor buttons:

Left/Right cursor double-press -> Select All Files
Up/Down cursor double-press -> Clear All Selections

Pressing either the Left or Right cursor individually performs a separate function for finding
directories, described below.

You can only select multiple files from within a single directory. Changing directories clears
any selections.

Once you have selected one or more files, press OK to perform the disk function (in this
example, Load) on all files marked with an asterisk, whether or not they are visible on the
screen. If there are no files marked with an asterisk, the function will operate only on the
highlighted entry, as in earlier versions of the K2500 system software.

The Root soft button returns the listing to the top-level or root directory. If the display is
already at the root directory (as indicated by the Dir: \ field on the top line of the display) the
only effect of pressing Root will be reset the file index tol if there are files in the directory.

The Parent soft button is used to go up one level in the directory hierarchy. If the display is
already at the root directory, this button will have no effect.

The Open soft button performs a different operation depending on the disk function and the
type of file that is currently indexed in the display. In all disk functions, pressing Open on a
subdirectory (indicated by a "(dir)" after the file name) will open that directory, read in and
display the file list.

When a directory is first opened for viewing, the index will be set to one (the first file in the list).
You might notice that the K2500 remembers the index the previous directory you were in before
you pressed Open, so that if you return to that directory by pressing Parent, you are put back
where you were in the list. This index is only remembered for one level down, and therefore is
useful when stepping through a list of subdirectories from a single directory level.

In the Load function, pressing Open for a standard .KRZ file will start the Load Object feature.
This allows selected individual objects from the file to be loaded in to the K2500. If Open is
pressed on a Macro file (MAC extension), then individual file entries within a macro file can be
selected for loading. Both of these features are explained in great detail below.

For all other functions, if Open is pressed when cursored to a . KRZ or a .MAC file, the object
file or the macro file will be opened for viewing. For instance, pressing Open on a .KRZ file
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while in the Delete function will display the objects within the file in a scrollable list, however
no delete action will be possible on the individual objects.

Pressing the OK soft button will cause the K2500 to proceed with the selected function. After
pressing OK, there may be further dialogs such as bank specification (for the Load function),
confirmation (for Delete), or name entry (for Rename). One exception to this is in the Load
function, if the file list is scrolled to a directory (dir) entry, then the OK button will enter the
directory, the same as if the Open button is pressed on a directory entry.

The Cancel soft button exits the file list dialog, completing the disk function with or without
any operation taking place. The K2500 returns to the Disk Mode page. Pressing the Exit button
will do the same thing as Cancel.

The total size of all the files in the directory is indicated at the bottom left of the file display
above the soft buttons. This total represents only the disk space used by the files in the
directory being viewed. The K2500 includes a free space utility that can be used find out how
much space is being used on the current drive all of the files on the disk. Also, there is a List
utility that can be used to calculate the size of all files within a selected directory sub-tree.
These functions are described under "Disk Utilities" on page 13-56.

Quick Scrolling to Subdirectories

It is sometimes difficult to locate a subdirectory entry in the file list for the current directory, if
there are many files in the current directory. To make this easier, individually pressing either
the Left or Right cursor buttons will set the file index to the next or previous directory
(respectively) in the current directory list. The index will wrap around the beginning or end of
the list, so that repeated presses of either cursor button will cycle through all of the
subdirectories. If you have many subdirectories, you can scroll through them all very quickly
using this method.

For example, given the following file list display,

CHYMEALS Codip)

UTE KEZ
Pressing the right cursor takes you two entries further to the next directory,

DDDEF RS F45EK

n * u
MOON KRS+ 3456K
TRIAWGLE .KEZ 18k

or, pressing the left cursor takes you two entries back to the previous directory
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ALTO
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E4PFOG  .KRZ 16K

Creating Directories

As stated above, you can create directories for organizing your K2500 files, whether you are

using SCSI or Floppy disks. No reformatting is necessary to add directories to disks that were
formatted with a K2000.

Directories appear in the normal file list with the indicator " & &l 1 F* 3" to the right of the
directory name.

There are two ways to create new directories.

First, the NewDir button can be pressed directly from the Disk Mode page, or second, a new

directory can be created and entered in one step during the Save operation, by pressing Save
then NewDir.

Creating a Directory with NewDir

When you press NewDir, you will first name the directory that you are about to make, for
instance:

Directord name: THIMNGS_

> :End WChocscll Ok WCance

Pressing >>End will take the cursor to the last character in the name. The Choose button
allows you to grab a file name from the current disk (this is discussed later, in the section titled
"Saving Files".) Otherwise, the name will default to either "NEWFILE" after a power-up, or the
name will be that of the most recent file saved or loaded. Once you choose a name to start with
(or the default), you can edit the name using the left and right cursor buttons, the Delete 